GURPS Race Creation Tables 


Initial Attributes 
Initial attributes for a race are set at 10 for ST, DX and HT. IQ is rolled for later. Attributes are 
modified during race generation. 


ST 10 
DX 10 
HT 10 


Innate Skills 

Some races possess innate skills as a result of their environment or evolutionary development. 
An example would be a carnivore with an innate Tracking skill or a natural Swimming ability. 
Typical innate racial skills are things like Tracking, Survival, Jumping, Running, Climbing, 
Swimming, etc. But are not limited to this. A GM can assign a skill at will if it fits into the races 
development somewhere. The most common skills are as follows: 


Swimming 
Jumping 
Climbing 
Acrobatics 
Escape 
Free Fall 
Flying 
Language 
Mimicry 
Running 
Stealth 


Rule of 12 

For advantages that require an attribute roll, members of a race with an average of less than 
12 in that attribute will roll at 12 or the individual’s actual attribute, whichever is higher. For 
races with an average attribute of 12 or more, always use the individual’s actual attribute, 
even if it less than 12! 


Skill Bonuses 

In some ways related to Innate Skills, Skill bonuses represent a racial or cultural leaning 
towards certain types of activity. This can also be used to represent a formerly innate skill that 
has been reduced to a mere tendency within the race. For instance, a race of desert-dwelling 
animals who, after developing environmental controls, no longer needs to have Survival 
(Desert) as an active skill. Racial inclinations would give the race a bonus to learning the skill, 
but not necessarily the skill itself. Skill bonuses should be added after the race has been 
created. 


Racial Personality Traits 
All Personality Traits are initially assigned a rating of 0 (Human Normal) and are modified 
throughout the Race creation process. 
Chauvinism 0 
Concentration 
Curiosity 
Egotism 
Empathy 
Gregariousness 0 
Imagination 
Suspicion 


0 
0 
0 
0 


oo 


The Home Environment 
This determines many of the characteristics of the races home environment. 


Home Environment (roll 2d) 


Flight 


2-3 Desert: Survival (Desert) skill bonus +1 
4-5 Tundra/Steppe: Survival (Tundra/Steppe) skill bonus +1 
6-7 Grasslands (or other open country): 
8-9 Forest/Jungle: Roll 2d: 3-6=Brachiator, 11=Clinging, 12=Glider 
10-11 Seashore: Roll 1d+1 to determine surrounding terrain. 
Roll 2d: 3-8=Swimmer, 9-10=Amphibious 
12 Unusual Environment: See below 


Unusual Environment (Roll 1d) 


1 Ice Desert: Roll 2d: 3-10=Swimmer, 11-12=Ice Skates 
2 Mountains/Cliffside: Roll for surrounding terrain. 

Roll 2d: 3-8=Climbing Skill, 9-10=Jumping Skill 11=Glider, 12=Winged 
3 Burrower: Roll 1d+1 for above-ground terrain 

Race has the Tunneling Ability 
4 Swamp/Bog: Surrounding terrain is Forest/Jungle or Grassland 

Roll 2d: 3-8=Swimmer, 9-10=Amphibious 
5 Aquatic: Race has Aquatic Disadvantage. 3-6=Gills, 7-9=Breath Holding, 

10-12=Oxygen Storage. 
6 Exotic: Roll 1d and see below 
1 Space-Dwelling (Vacuum Support, 3-8=Doesn't Breathe, 9- 


12=Oxygen Storage & Decreased Life Support, 3- 
Intolerance, Free Fall@DX+3, ST-5, HT-2) 


Biochemistry) 


2 Ocean Trench (Aquatic and Pressure Support) 

3 Geothermal Vents (Temperature Tolerance) 

4 Exotic Biology (Increased Life Support, Unusual 

5 Gas Giant (Increased Life Support, G-Tolerance, Pressure 
Support, Anaerobic, 3-8=Glider, 9-12=Flight ) 

6 Really Weird (Urban, Star Dwellers, Anti-Matter, etc.) 


Home Environment Gravity (Roll 1d) 
1-2 Light Worlder (Roll 1d; results from .1-.6 G's)(ST-2, HT-1, DX+1, 25% less 
weight, +1-2 feet taller, G-Intolerance) 
3-4 Earthlike (Roll 1d; 1=.8 G's, 2=.9 G's, 3-4=1 G, 5=1.1 G's, 6=1.2 G's 
5-6 Heavy Worlder (Roll 1d; 1-2=1.5 G's, 3-4=2 G's, 5-6=3 G's)(ST+3, HT+1, 
Tolerance, 25% more weight, -1 foot in height.) 
*Do not roll on this table if creature is from an Exotic environment. 


Special Gravity Related Abilities (Roll 1d) 
On a 12 on two dice, roll one die and consult the chart below. 


1 Space Sickness 

2 Acceleration Weakness 

3 G-Intolerance 

4 Acceleration Tolerance 

5 G-Tolerance 
Atmospheric Pressure (Roll 3d) 

3- None 

4 Trace 

5 Very thin 

6 Thin 

7-15 Standard 

16 Dense 


17 Very Dense 
18+ Superdense 


Atmospheric Composition (Roll 3d) 
5- "Reducing" Atmosphere (hydrogen, CO2, methane) 
6 Exotic (see below) 


7-15 Oxygen-Nitrogen 
16 Polluted (3-6=Filter Lungs) 
17+ Corrosive 


Exotic, Superdense and Corrosive Atmospheres 
Roll 1d-2 for number of gasses. The first gas rolled will comprise 1dx10% of the 
atmosphere. If only one gas is present it will not be a corrosive. +1 for within the 
biozone, +2 for closer than the biozone. Races from such worlds need to take 
the appropriate disadvantages (Dependency, Vulnerability, Weakness and/or 
Increased Life Support). 


Exotic or Superdense Atmospheric Gasses (Roll 1d) 


1 Hydrogen, methane also present 
2 Methane, hydrogen also present 
3 Carbon Oxides 

4 Corrosive (see below) 


5+ Nitrogen 


Corrosive Atmospheric Gasses (Roll 
1-2 Ammonia 
3 Chlorine 
4 Fluorine 
5 High-Oxygen 
6 Nitrides 
7 Sulfur Compounds 
8+ Water Vapor 


Planetary Climate (Roll 3d) 
2-5 Very Hot* 


6-7 Hot* 

8 Tropical 

9 Warm 

10 Earth-Normal 
11 Cool 

12 Chilly 

13 Cold* 


14-15 Very Cold* 
16+ Frozen* 


*Add the appropriate Temperature Tolerances. 


Surface Water (Roll [2d-2]x10%) 
This determines how much liquid water is available on the surface of the planet. 


Racial Biology (Roll 1d) 
Carbon-based1-5 
Silicon-based 6 (Unusual Biochemistry) 


Diet (Roll 3d) 
Swimmers -1 (other than full-time aquatic races) 
Burrowers +1 
Brachiator +1 


Swamp/Bog Dweller +1 


Carnivore Omnivore Herbivore Ergivore 


Terrain 

Desert 2-9 10-13 14-15 16+ 
Tundra/Steppes 2-10 11 12-16 17+ 
Forest/Jungle 2-8 9-11 12-16 17+ 
Grasslands 2-9 10 11-15 16+ 


Sea Bound 2-12 13-14 15-16 17+ 
Ice Desert 2-11 12 13-17 18+ 
Mountains/Cliffside As for surrounding terrain. 


Exotic 

Space-Dwelling 2-3 4-5 6-7 8+ 
Ocean Trench 2-12 13-15 16-17 18+ 
Geothermal Vents 2-6 7-8 9-10 11+ 
Exotic Biology 2-9 10 11-15 16+ 

Gas Giant 2-12 13-14 15-17 18+ 
Really Weird Umm, you're on your own... 


Carnivores (Roll 2d)(All Carnivores have Suspicion -1) 


Ice Desert +2 
Tundra, Warm Grassland +1 
Forest -2 
Swimmer +1 
0-4 Stalker 

5-7 Chaser 

8-9 Carrion Scavenger 
10-11 Pouncer 

12+ Herder 


Stalker 

Stalking carnivores stealthily track down a single animal. They are very adaptable, and may 
use the tactics of a chaser or pouncer. House cats and tigers are stalking carnivores. 
(Imagination+1, Concentration+1, Animal Empathy, 3-10=Empathy +1, 3-10=Tracking Skill, 
Enhanced Move+1 level, 3-6=DX+1). 

Chaser 

Chasers prowl about for prey. When they find a victim, they use a burst of speed to catch it. 
Chasers occasionally cooperate to bring down game. Cheetahs are typical chasers. (Enhanced 
Move+1 level, 3-8=Tracking Skill, 3-6=Animal Empathy, 3-6=Empathy+1, 3- 
8=Gregariousness+1). 

Carrion Scavenger 

Scavengers live off the leavings of other carnivore's meals and animals which have died of 
natural causes. Scavengers often hunt (usually by stalking) part-time to ensure a regular food 
supply. Sometimes, groups of scavengers drive a larger, solitary carnivore from its kill. (Cast 
Iron Stomach, 6-9=Empathy-1, 3-6=Suspicion+1). 

Pouncer 

Pouncers lie in wait in trees, on high rocks, or hide themselves in foliage. When a likely victim 
comes by, they leap from hiding and tackle their prey. Leopards are typical pouncers. (3- 
8=Tracking Skill, Concentration+1). A few (Roll 12 on 2d) pouncers are instead Trappers; 
They build physical traps to snare prey. Trappers rarely stray far from their lairs, but are very 
strong and/or venomous, in order to quickly subdue struggling prey. (Trappers have 
Alertness+1, 3-10=ST+2 or Venom, 3-5=Slow Eater). 

Herder 

Herders are similar to chasers, but they usually work in groups, against groups, using 
"teamwork" to single out a weak prey animal from its herd. Wolves are herders; dolphins use 
herding techniques to corral schools of tasty fish. (6-9=Animal Empathy, 3- 
6=Gregariousness+2, 7-11=Gregariousness+1, 3-8=Tracking Skill, 3-6=Tactics Bonus+1) 
Parasite 

Parasites survive by feeding off of a host creature. Typically, parasites attach themselves to a 
host lifeform (usually larger than the parasite) and feed off of it, usually to the hosts detriment. 
Some parasites (12 on 2d) are actually Symbiotes and serve as a vital part of the host 
creatures existence without harming the host. (Parasite, 6-9=Animal Empathy, 3-6=Venom, 3- 
10=Transference). 


Omnivores (Roll 1d) 
Forest, Swimmers, Aquatic +1 


0-2 Gatherer/Hunter 
3-4 Opportunist Browser 
5+ Hunter/Browser 


Gatherer/Hunter 

(E.g., chimps and humans.) They live on grubs, fruit and seeds most of the time, but 
occasionally catch and eat a small animal. (6-7=Imagination+1). 

Opportunist Browser 

(E.g., pigs.) Opportunist browsers forage for middle to high-energy plants, and may eat insects 
and small animals. (6-9=Imagination+1, 6-9=Concentration+1, 3-10=Cast Iron Stomach, 11- 
12=Universal Digestion) 

Hunter/Browser 

(E.g., raccoons and bears.) These omnivores hunt prey, but settle for fruit, nuts, insects and 
roots much of the time. (3-8=Curiosity+1, 3-6=Imagination+1) 


Herbivores (Roll 2d) 


Ice Desert, Tundra, Grasslands -2 
Forest, Swimmer, Sea Bound +1 
0-4 Grazing 

5-7 Browsing 

8 Saprophytic 

9+ Gathering 


Grazing 

(E.g., horses and cows.) Spend much of their time eating low-energy food such as grass. (3- 
9=Curiosity-1, Imagination-1, 3-6=Suspicion+2, 7-11=Suspicion+1, 6-9=Concentration-1, 3- 
10=Empathy-1, Slow Eater). 

Browsing 

(E.g., goats.) Consume leaves, shoots, roots and other mid-energy level food. This takes a 
moderate amount of time. (6-9=Imagination-1, 3-6=Suspicion+1, 6-9=Concentration-1, 6- 
9=Empathy-1, 7-11=Cast Iron Stomach) 

Saprophytic 

Simply put, fungi-creatures who live off of the chemical decompositions of rotting flesh and 
vegetable matter. Saprophytosis yields little energy, and saprophytes spend a great deal of 
time squatting in piles of carrion and compost. On the positive side, their 'food' need not be of 
very high quality. (Curiosity-2, Imagination-1, Concentration-1, Empathy-1, Slow Eater, Cast 
Iron Stomach or Universal Digestion, 3-5=Sessile). 

Gathering 

Eat high-energy fruits, nuts and seeds, plus insects. Of the herbivores, they spend the least 
time eating. (6-7=Concentration-1, 6-9=Empathy-1). 


Ergivores (Roll 2d) 
Space-dwelling or Weird -4 


Ice Desert, Tundra -1 
Forest +1 
Swimmer +4 
1-4 Pure 

5-6 Mixed 

7-10 Rooted 

11+ Tapper 


Pure 

Live solely on energy, though minerals may be necessary to grow and reproduce. Higher 
frequency EM radiation or electricity is preferred; anything below visible light on the spectrum 
is useless. Pure ergivores are very rare. (Imagination-1, Concentration-1, Empathy-1, 6- 
9=Chauvinism-1, 3-10=Slow Eater, Doesn't Eat or Drink). 

Mixed 


They depend on energy for only part of their food. In fact, the "plant" part may be a symbiote, 
supplying nutrition in lean times in exchange for protection and waste products. Use the Diet 
table to see what the species main source of food and method of gathering it is. Use that type 
when rolling on the tables below. After other attributes are calculated, add 2 to HT. The 
creature regains lost Fatigue at twice normal speed when supplied with the required energy 
type, and takes twice as long to starve as an ordinary creature. (in addition to the "animal" 
part's behavioral traits, mixed herbivores have Animal Empathy on a roll of 6-9)(The Memer 
and Saret from GURPS Aliens are a "mixed" Ergivore) 

Rooted 

(E.g., terran plants.) They use energy (e.g., sunlight, microwaves, etc.) to process minerals, 
water and organic chemicals into food. May be mobile, but are slow. (Imagination-1, 3- 
8=Concentration-1, 3-8=Empathy-1, 6-9=Chauvinism-1, 3-10=Doesn't Breath, 3-10=Slow 
Eater, 3-6=Reduced Move-1, 7-12=Sessile). 

Tapper 

Wander about seeking out high-energy sources. The energy source must be intense, and may 
be rare in nature (e.g., electrical currents, radioactives, geothermal areas.) (6- 
9=Concentration+1, 6-9=Imagination+1, 3-10=Doesn't Breath, Doesn't Eat or Drink, 
Dependency or Increased Life Support) 


Metabolism (Roll 1d) 
Most races are homeothermic; their bodies maintain a constant temperature. This has a high 
metabolic cost, but homeothermic creatures can live in a wide variety of climates. 


Tundra, Ice Desert +1 

Sea Bound, Desert -1 
Chaser, Pouncer or Herder Carnivores +1 
Ergivore -1 
Winged +1 
1- Slow Metabolism (1 Level) 


2 Cold-Blooded 
3-5 Warm-Blooded 
6+ Hyperactive Metabolism 


Special Metabolic Powers (Roll 3d) 
On a roll of 12 on 2d, roll 2d and consult the chart below. 


3-5 Extra Fatigue 

6-7 Recovery 

8-9 Reduced Fatigue 
10-11 Sanitized Metabolism 
12-13 Delicate Metabolism 
14-15 Gluttony 

16-18 Unusual Biochemistry 


Environmental Dependence (Roll 2d) 

This measures how dependent the race is on its native environment. Roll 2d and consult the 
chart below. These results may be superseded by the results from the Environment section 
above. 


2 Increased Life Support. The race needs greater amounts of life support than a 
human would in order to travel away from its native environment. 

3 Decreased Life Support. The race needs less life support materials than a 
human would in order to leave its home world. 

4 Dependency. The race is dependent on some substance native only to its home 


environment and cannot survive without it. 
5-10 None. The race has no special needs/weaknesses. 
11 Weakness. The race is vulnerable to some substance not native to its home 
environment. 
12 Planetbound. The race is completely dependent on its homeworld's 
environment at all without severe consequences to its health. 


Activity Cycle (Roll 2d) 

This determines the daily activity cycle of the race. A Nocturnal creature spends most of its 
time awake during the hours of darkness, while most other creatures are asleep. Diurnal 
creatures (i.e. humans, dogs, pigs, etc.) fall into this category, with most activity taking place 
during daylight hours. Variable creatures are capable of functioning perfectly well at either 
extreme, and frequently break up their sleeping habits into "catnaps" throughout the day. At 
the farthest extreme are those creatures which do not need "downtime" or sleep as we know it 
and can maintain activity throughout the day and night. 


2-3 Nocturnal. Silence+4. If the race possesses Nightvision it will also be Color- 
Blind ona result of 3-8 on 2d. 

4-10 Diurnal 

11 Variable. Prone to "catnaps" lasting 1d-3 hours on a roll of 9 or less. 3-8=Light 
Sleeper. 

12 Doesn't Sleep 


Sleep Cycle Variations (Roll 1d) 


On a 12 on 2d, roll 3d and consult the chart below. 


2-3 Deep Sleeper 

4-5 Extra Sleep 

6-7 Less Sleep 1-5 

8-9 Racial Skill Bonus: 

1-3 Dreaming +1-3 

4-6 Lucid Dreaming +1-3 
10-11 Reduced Sleep 

12-13 Reduced Sleep 

14-15 Sensie Talent 

16-18 Sleepy 


Society (Roll 2d) 

All species have some sort of social behavior, even if it is scaring away anything that 
approaches! Social behavior may affect how the species reacts to other species, sentient or 
otherwise. Each type may result in more personality quirks, traits, advantages and 
disadvantages. Roll two dice to determine the type of society the creatures have, modified as 
follows for the way they get their food: 


Stalker Carnivore -3 

Pouncer Carnivore -2 

Chaser Carnivore -1 

Carrion Scavenger Carnivore +1 

Trapper Carnivore -3 

Herder Carnivore +1 

Parasite Carnivore -2 

Symbiote Carnivore -1 

Gatherer/Hunter Omnivore +2 

Opportunist Browser Omnivore +1 

Hunter/Browser Omnivore +1 

Grazing Herbivore +3 

Browsing Herbivore +2 

Gathering Herbivore +2 

Saprophytic Herbivore -2 

Pure Ergivore -4 

Rooted Ergivore -3 

Tapper Ergivore -2 

Mixed Ergivore Use modifier for primary type 
1- Solitary (3-10=Empathy-1, 3-10=Egotism+1, Gregariousness-1, Suspicion+1) 


2-3 Pair-Bonding (3-6=Empathy-1, 6-9=Egotism+1, 3-10=Gregariousness-1, 3- 
10=Suspicion+1) 


4 Family Group (3-8=Chauvinism+1, 3-6=Suspicion+1) 

5-6 Pack/Troop (3-6=Chauvinism+2, 7-11=Chauvinism+1, 3-6=Egotism-1, 3- 
6=Gregariousness+1) 

7-8 Herd (7=Empathy+1, 6-9=Egotism-1, 6-9=Gregariousness+1, 6- 


9=Chauvinism+1, 6- 9=Suspicion+1) 
9-11 Hive (3-8=Empathy+1, Egotism-1, 3-10=Gregariousness+1, 3- 
8=Chauvinism+1, Suspicion+1) 


12+ Colonial/Swarm (3-10=Empathy+2, Egotism-2, 3-10=Gregariousness+2, 3- 
8=Chauvinism+2) 


Size (Roll 2d) 

Most species with potential for sapience aren't much smaller or larger than humanity, but 
some are tiny and a few are huge. Roll two dice and consult the table below to determine the 
basic size and weight of the species, modifying for terrain and food-gathering factors: 


Ice Desert -1 

Sea Bound +1 

Burrower -3 

Brachiator -2 

Grazing Herbivore +2 

Gathering Herbivore -2 

Gatherer/Hunter Omnivore -1 

Pouncer Carnivore -1 

Ergivores (except mixed) -2 

Glider or Winged -2 

Vacuum +2 

Parasite or Symbiote -2 

Colonial/Swarm -3 
Size Height Weight Attributes Weight/Size Increment 
* Viral - - ST-10, HT-6/-8 - 
* Itsy 6"-12" 11lbs ST-9, HT-4/-6 3⁄4", Y2lb 
2-3 Tiny 24"-36" 45lbs ST-6, HT-2/-4 Ya", 1Ib 
3 Small 3'-4'6" 80lbs ST-3, HT -1/-3 y2", 2lbs 
4-5 Short 4'7"-5'6" 135lbs ST-1 1", 4lbs 
6-8 Average 5'9" 150lbs Normal 1", 5lbs 
9-10 Tall 6'2" 180lbs ST+1, HT+1 1", 6lbs 
11 Big 6'6" 210lbs ST+2, HT+2 11⁄4", 7lbs 
12+ Huge 8' 400lbs ST+4, HT+4/+6 132", 13lbs 
* Giant 12' 900lbs ST+6, HT+6/+10 3", 30lbs 
* Titanic 16' 1500lbs ST+8, HT+8/+12 6", 60lbs 
* Monstrous 20' 2000lbs ST+10, HT+10/+14 12", 120lbs 


*Races marked with the Asterisk (*) are considered too rare to be rolled normally. Choose 
these sizes when designing a race from scratch. Giant, Titanic and Monstrous races are 
considered almost exclusively be aquatic or low-gravity creatures. Viral races are creatures 
like the Riders from GURPS Aliens or colonial lifeforms such as the nanomachines from Blood 
Music, by Greg Bear, as such they have no real need for statistics such as Height and Weight. 
Itsy races are included so that a GM could conceivably create races like the Cidi from GURPS 
Aliens. 


The split listing for HT indicates modifications to HT and Hit Points, respectively. 


Viral races have Inconvenient Size (small), Transference and Increased Life Support, on a roll of 
3-10 they are Anaerobic and Parasitic as well. 

Itsy and Tiny races have Inconvenient Size (small) and Decreased Life Support. 

Huge races suffer from Inconvenient Size (large) and Increased Life Support. On a roll of 3-5 
they have Increased Strength+1. they have Suspicion-1. 

Giant, Titanic and Monstrous races suffer Inconvenient Size (large) and Increased Life Support. 
On a roll of 3-6 they have Increased Strength +2/+3/+4 respectively. 


Height and Weight are given for ST 10. Increase or decrease the weight by the Bulk factor 
determined below. Once the final ST is determined, lower or raise this by the weight and size 
increments provided. Increments are the pounds of weight and inches of height 
added/subtracted for each point by which ST is higher/lower than ST 10. The increments are 
also used to adjust the weight and height of characters whose ST differs from the racial 
average. 


Bulk (Roll 1d) 

Some species have especially slight or heavy builds. Roll one die, modify as shown, and 
consult the table. The added weight does not count as encumbrance. Light and heavy builds 
also change the weight increment, as shown. Modifiers are: 


Grazing Herbivore +1 
Ice Desert +1 
Desert -1 
Arboreal -1 
Hyperactive Metabolism -1 
Slow Metabolism +1 


Species has Increased Strength +1 


Roll Bulk Effect Weight Increment 
1- Slight 60% weight; -2 to HT -1/-3/-7lbs 

2 Light 80% weight; -1 to HT -.5/-1/-3lbs 

3-4 Average No effect 

5 Heavy 120% weight; +1 to HT +1/+2/+3lbs 
6+ Bulky 150% weight; +2 to HT +2/+5/+7lbs 


The weight increment for the race is changed by its build. The triple entry for the Weight 
Increment column shows the change in the weight increment for Tiny and Small/Short, Normal, 
and Tall, Big, Huge, Giant, Titanic and Monstrous races. A Big, Light race would have a final 
weight increment of 6lbs. 


The Food Chain (Roll 1d) 
A species' place on the food chain has an important effect on its behavior. Roll a die, apply the 
appropriate modifiers, and consult the table below. 


Carnivore +2 

Herbivore -1 

Swimmer +1 

Tiny or Small -1 

Big +1 

Huge or Larger +2 
Roll Place Effects 


0-1 Low Suspicion+2, Stealth@DX 

2-3 Middle Suspicion+1 

4-5 Near Top 3-7=Animal Empathy 

6-7 Top, Shared 3-9=Chauvinism+1, 3-9=Empathy+1 
8+ Top, Solitary Suspicion-1, Empathy-1 


Reproduction 

A species' reproductive biology greatly affects its behavior and values. Imagine how different 
human society would be if, like most other mammals, our females were only "in the mood" one 
or two times a 

year! Imagine if male humans felt compelled to drive off other males or mark their territory. 
Reproduction rarely affects the play of the game. Some sexual strategies add traits. If a 
species is subject to especially strange mating behaviors, give them an appropriate Obnoxious 
Racial Habit, Compulsive Behavior or Quirk. 


Reproductive Strategy (Roll 1d) 


Reproductive strategy is basically a question of quantity versus quality. Some species carry on 
by producing many individuals, hoping a few will survive. Others have few offspring, but invest 
lots of time and resources in each individual. Mass-produced young tend to be less 
individualistic and varied than those that take time to grow up. Reproductive strategy 
determines how neotenic individuals of the species are. Neoteny-the biological term for 
retention of juvenile characteristics-seems to be an important root of sentience. Neotenic 
creatures learn through experience, including play and games. Low-neoteny creatures are 
guided by instinct. 


Tiny, Small- -1 
Huge, Giant+ +1 
Low on food chain -1 
Top of food chain +1 


Roll Number of Offspring/Commitment to Young 
1- Hordes/Very little: (Low Neoteny) Egotism-2, Curiosity-2, Imagination-1, Early 
Maturation (two levels). (On a roll of 12 on 2d the race will have 

Racial Memory) 

1-2 Many/Low: Egotism-1, Imagination-1, Curiosity-1. Early Maturation (one level). 

3-5 Several/Moderate: No Modifiers 

6 Few/Much: (Neotenic) 3-6=Egotism+1, 5-9=Empathy+1, 3-10=Curiosity+1, 

3-6=Imagination+1 

7+ Very few/Very much: (highly Neotenic) 3-10=Empathy+1, 6- 

9=Concentration+1, Curiosity+1, 3-8=Imagination+1 


Lifespan (Roll 2d) 


Lifespan falls under this heading because a longer lifespan is considered to be a reproductive 
strategy. Roll 2d, modify as shown and consult the table below. 


Huge, Giant or larger +1 
Tiny, Small -1 
Itsy or Viral -2 
Hordes/Very Little -2 
Many/Low -1 
Few/Much +1 
Very few/Very much +2 
0- Short Lifespan (three levels) 
1-2 Short Lifespan (two levels) 

3-4 Short Lifespan (one level) 


5-10 Normal Lifespan 

11-12 Extended Lifespan (one level) 
13-14 Extended Lifespan (two levels) 
15+ Extended Lifespan (three levels) 


Number of Sexes (Roll 2d) 
Roll two dice and consult the chart below. 


2 Two sexes; but individual's gender changes seasonally or with age. Empathy+1, 
Hermaphromorph (Limitation: Only under certain conditions) 

7 Two sexes; No modifiers 

9 Hermaphroditic; one sex performs both rolls. requires mating to reproduce. 

0 Parthenogenesis; self-contained, "do it yourself" style. May create clones of parent, or 

genes may be exchanged by odd means. 3-6=Gregariousness-1, 12=Racial Memory 

(Limitation: Direct ancestors only) 

11 Three sexes; 3-6=Gregariousness+1 

12 1d+3 sexes; Sex education is a college-level course. May be an artificial arrangement. 

Gregariousness+1, 3-9=Imagination+1 


3 
8 
1 


Method of Delivery (Roll 2d) 
Roll two dice, modify as shown, and consult the chart below. 
Moderate or higher care investment -2 


Cold-blooded +2 
Slow Metabolism +3 


0-4 Live birth, born very weak/defenseless: 3-10=Empathy+1 

5 Live birth, kept in pouch for part of childhood: 6-9=Empathy+1 

6-7 Live birth, born fairly well developed: 

8 Inconvenient: -5 point Compulsive Behavior or Dependency 

9-10 Oviparous: lays eggs. 6-9=Empathy+1. On a 12, the race is Ovoviviparous, 


and hatches the eggs within its body resulting in a live birth. 

11 Buds: small creatures grow from the exterior of the parent's body and 
eventually drop off and become independent 

12 Fissions: creature splits into two or more young. The parent creature ceases to 
exist for all intents and purposes. 3-10=Egotism-1, 11-12=Egotism-2 


13+ Weird/Disgusting: -10 point Compulsive Behavior or Odious Racial Habit 


Special Features (Roll 3d twice) 


Roll three dice twice for each species and consult the chart below. 


* Sterile. The race must be cloned or bred from a related species. This result is too 
rare to roll randomly and must be chosen by the GM. An example is the terran 
mule, which is bred from horses and donkeys. 


2-5 Nothing unusual 

6-8 Sex plays an important part in the species' social system. 3- 
10=Gregariousness+1, 7- 9=Egotism+1 

9 Stop rolling 

10 Only the dominant members of the tribe/pack reproduce. 3- 
10=Gregariousness+1, 3- 10=Egotism+1 (If Solitary, only one in 100 females 
is fertile) 

11 As for #10 above, but subordinate members of the tribe/pack are sterile/neuter. 
Neuters are Egotism-1 

12 Only one female in pack/herd/whatever is fertile 

13 High sexual dimorphism: males are very different from females. If this feature is 
rolled twice, only one sex is sentient!. 3-6=Empathy-1 

14 Species has genetically determined castes. there are 1d+1 castes. 
Chauvinism+1 

15 As #14 above, but only one caste is capable of reproduction. the "queens" may 
be mindless blobs or highly individualistic (Chauvinism+1). An intelligent 
queen has Egotism+2; all others have Egotism-1. 

16 Offspring go through a lengthy "mindless" or "animal" stage. 3-7=Egotism+1 

17 Reproductive Control. The race has complete control of its reproductive 
processes. 

18 Something really weird, inconvenient, possibly disgusting. May lay eggs in host 

creatures, mating may be fatal, or perhaps the race uses 

genetically engineered "brooders" to incubate their young. 

= Dying Race. For some reason, either natural or as a result of some ecological 
disaster, plague or maybe even a good old fashioned "evil eye", the races 
death rate is exceeding their birth rate, and within a generation or two the 
entire race will reach extinction. This is a Special circumstance and requires 
GM fiat, rather than a random roll. 


Basic Shape 
Limbs and Symmetry (Roll 2d) 


The number of limbs the creature has, and the pattern in which they are arranged, must be 
determined before gong further. Unless otherwise specified, beings are bilaterally symmetrical, 
like humans, pigs, insects and worms. Creatures which are radially symmetrical are basically 
"circular," with limbs evenly spaced around the perimeter. The classic Terran example is the 
starfish. 


Di One or no limbs (3-10=One Manipulator, 11-12=No Manipulators). 


3 Two limbs. 

4 Three limbs. Radially symmetrical on a 1-4 on 1d. 
5-8 Four limbs. Radially symmetrical on a 1 on 1d. 
9-11 Six limbs. Radially symmetrical on a 1-2 on 1d. 
12 1d+6 limbs. Radially symmetrical on 1-3 on 1d. 


*Creatures like snakes and worms fall into this category. 


Prehensile Tail 
*Bought as Extra Limb, No Physical Attack (5 points). Often also has Nuisance Limitation 
(Temporary Disadvantage) Bad Grip (- 10%) or Poor Grip (-5%). 


Extra Limbs 

Many creatures have "extra" limbs (tail, trunk, prehensile tounge, pseudopods, tendrils) that 
can be used for manipulation. These often vary in strength, dexterity, and sensitivity. Roll a die 
on the chart below. 


Roll Number of Extra Limbs 

1-4 No extra limb 

5 1 extra limb 

6 1d+3 extra limbs 

Roll Strength of Extra Limbs 

1-2 Flimsy (feeler, cilia, whiskers). ST 1 

3-4 Weak (human lips). ST 2 

5 Fair (monkey tail). ST-4 

6 Strong (Elephant trunk). Same as primary limbs. 
Roll Dexterity of Extra Limbs 

1-3 Crude. DX-4 

4-5 Fair. DX 

6 Excellent. DX+2 

Roll Tactile Sensitivity of Extra Limbs 

1-2 Crude. Reduced Manual Dexterity-2 

3-4 Fair. Manual Dexterity as normal 

5 Excellent. Increased Manual Dexterity+1, Sensitive Touch 
6 Fair, has excellent "other" sense built in 
Posture 


Posture determines the position in which a creature carries itself.Posture determines its basic 
speed, and its ability to use tools while on the move. There are separate charts for bilaterally 
symmetrical and radially symmetrical creatures. Each use one die. 


Bilaterally Symmetrical Posture 


Forest or Jungle Dweller +1 

Brachiator +1 

Swimmer -1 

Amphibious/Sea Bound -2 

2- Horizontal 

3 Centauroid (Six or more limbs only. Otherwise Horizontal.) 

4 Semi-upright (If eight or more limbs, this is a centauroid with four "arms." If 
four- limbed, it moves like a chimpanzee.). 


5+ Upright 


Radially Symmetrical Posture 
Brachiator +2 


Swimmer/Amphibious/Sea Bound -1 


0-2 Invertebrate 
3-5 Semi-Upright 
6 Upright 


Hands and Feet 

Hands (or their equivalent) vary considerably in quality and construction; they are divided here 
into several basic types. The hands or feet possessed by the race is determined by rolling on 
the following charts. 


Creatures with Horizontal postures roll for all pairs of limbs on the Walking Limbs table. 


Semi-Upright species roll on the Handling Limbs table for the front pair of limbs and the 
Walking Limbs table for the other pair(s) of limbs. 


Centauroids have either four or six Walking Limbs and two to four Handling Limbs. 


Upright postured beings have two Walking Limbs and two or more Handling Limbs, 
depending on total number of limbs. 


Invertebrates roll for all limbs on the Handling Limbs table. 


Walking Limbs (Roll 1d) 


Roll one die and modify as shown. 


Swimmers -1 

Amphibious/Sea Bound -2 

Brachiator +1 

Plains-dweller -1 

Climber +2 

Forelimbs +1 

$ Sessile: The race is incapable of movement under its own power. This is too 
rare to be rolled randomly. 

2- Running Hoof: Optimized for speed; poor for manipulation. (For water 
creatures, the two rear limbs are a massive fluke instead.) Gives one level 
of Enhanced Move in the appropriate environment. 

3 Cloven Hoof: Perfect for surefooted mountain dwellers. (Flipper for water 
creatures). DX+1 

4-5 Walking Paws: Walks "digitigrade." One level of Enhanced Move (Limitation: 
Only when on all fours...or sixes, or eights, or...). 

6 Grasping Paws: Reduced Move-1 

7 Crude Hands: Reduced Move-1 


8+ Feet Manipulators: Reduced Move-1 


Handling Limbs (Roll 1d) 
Roll one die and modify as shown. 


Invertebrate -1 

Horizontal -1 

Upright +1 

Brachiator +1 

Centaur +1 

1- Walking Paws: Walks "digitigrade." One level of Enhanced Move (Limitation: 
Only when on all fours...or sixes, or eights, or...). No Fine Manipulators. 

2 Grasping Paws: Poor Grip and Reduced Manual Dexterity-4. 

3 Crude Hands: Reduced Manual Dexterity-2. 

4+ Hands: 


Number of Digits (Roll 1d) 
Roll one die and modify as shown. 


Invertebrate -1 


Horizontal -1 
Upright +1 
Brachiator +1 
Centaur +1 


Running or Cloven Hooves -4 


0- No Digits: 8-12=Race has the No Fine Manipulators Disadvantage 
1 One Digit: 8-12=Race has the One Fine Manipulator Disadvantage 
2 Two Digits: 

3 Three Digits: 

4 Four Digits: 

5 Five Digits: 

6 


+ Six Digits: 
Types of Hands and Feet and Assorted Manipulators 


Hooves 

Hooves or other highly specialized walking tools can be used to bash and shove objects 
around, but are virtually useless for manipulation. A species with only hooves has the No Fine 
Manipulators disadvantage. 


Walking Paws 

Typified by human and dog feet. They can be used to shove objects around, but are very poor 
for fine manipulation. If the species only has walking paws, they have the No Fine Manipulators 
disadvantage. 


Grasping Paws 
A prime example is the versatile raccoon. Grasping paws lack thumbs, and two are needed to 
get a really good grip on an object. Poor Grip and Reduced Manual Dexterity-4. 


Crude Hands 
Chimp and Orangutan hands have thumbs and long, versatile fingers, but they can't compare 
to human hands for most jobs. Reduced Manual Dexterity-2. 


Feet Manipulators 
See Hands. 


Hands 
Human hands. No bonus or penalty to tasks. 


Mouths 

Most species have at least one of these. Determine strength, dexterity and tactile sensitivity as 
per extra limbs. Extra mouths may be added to limbs as required. Muscular lips, cilia or 
tendrils may be added to increase sensitivity and manipulation abilities. Mouths can vary 
widely in construction, from insect-like mandibles, humanoid lips and teeth, lamprey-like 
suckers, feeding tubes, filters like baleen whales, etc. 


Modified Hands and Feet and Assorted Manipulators (Roll 3d) 


On a result of 12 on 2d, roll three die and consult the chart below. 


3-4 Clinging. Indicates clinging via claws, suction pads or adhesive goo. 
5-6 Silence 

7-8 Wings 

9 Super Jumping 


10 Increased Manual Dexterity 
11 Walk on Liquid 

12 Bad/Poor Grip 

13 Cannot Climb 

14 Cannot Swim 


15 No Fine Manipulators 
16 One Fine Manipulator 
17 Short Arms 
18 Long Arms 


Natural Weapons 
Many species have natural weapons. Some of these do "physical" damage (impaling, cutting, 
crushing); others are more exotic. 


Teeth that Rend, Claws that Snatch (Roll 2d twice) 
Roll twice for each species to see what they have in the way of claws and teeth. For each 
throw, roll two dice and modify as noted. 


Carnivore +2 

Aquatic +2 
Herbivore -2 

Huge, Giant or larger -1 

1- Big Horns/Tusks 

2 Spear 

3 Butting Horns/Butting Knobs 
4 Horns 

5 Blunt Teeth/Crushing Mandibles 
6-7 None 

8-9 Sharp Teeth/Small Mandibles 
10 Small Claws/Small Pincers 


11 Fangs/Large Mandibles 

12 Talons/Large Pincers 

13 Smashing Tail/Clubbed Limbs 
14 Spikes 

15 Spines 


All Things Foul and Venomous (Roll 3d) 
Roll 3d and consult the chart below to see if the species is blessed with "chemical" weapons. 


Low on Food Chain -3 

Middle of Food Chain -1 

Desert +2 
Aquatic/Amphibian/Swimmer +1 

Huge or Giant -1 

1- Roll twice more on this table, using only one die. 
2-3 Poison Barbs. Roll 1d: 1=skin agent. 

4 Musk. Stench Spray. Irritant mist cloud. 

5 Poison Sweat. Roll 1d: 1 or 2= skin agent. 

6-10 No chemical weapons 

11 Fangs. Roll 1d: 1-5=poisonous, 6=corrosive. 

12 Webbing 

13 Clinging 

14 Drug Factory 

15 Stinger 

16 Poison spit/squirt. Roll 1d: 1-2=skin agent. 

17 Corrosive spit/squirt. l.e. Digestive juices or Disassembler nanotech. 


18+ Plague Carrier or Lifebane 


The level of the venom-its potency-is equal to HT/4. Water creatures won't have spit/squirt or 
sprayed venoms; if this result appears, give them poison fangs or poison sweat, and increase 
the venom's level by 2. 

The Limited Uses limitation is very common. *May have limitation Requires Low Gravity. If 
requires 0.5 G or less (-25%) TL11. If requires 0.2 G (-40%) or less, it's TL10. 


Special Weapons Division (Roll 3d) 


A very few species have extraordinary defenses. On a "12" on 2d, the race will possess a 
"Special Defense". Roll three dice, modify as shown, and consult the chart below. 


Trapper Carnivore -1 
Herbivore -1 
Ergivore +2 
Aquatic +1 
3 Bioelectric Shock 

4 Constriction (Includes Flexibility) 
5 Breathe Fire 

6 Cool 

7 Dampen 

8 Shock 

9 Surge 

10 Warm 

11 Webbing 

12 Image 


13 Smoke (or Ink) 
14 Deafen 
15 Sonic Blast 


16 Flash 
17 Lightning 
18 Laser 


Body Covering (Roll 1d) 


Roll on the appropriate table below to determine the creature's outer covering. If "special" is 
rolled, roll again on the Special Integument table. Coverings are described after the tables. 


Hot Climates (Desert) 
1-2 Very thin fur 
3-4 Skin 

5 Scales 

6 Special 


Moderate Climates 
Fur 

Feathers 
Skin 

Heavy scales 
Thick fur 
Special 


AUBWNEH 


old Climates (Ice Desert, Tundra) 
1 Fur 

2 Skin 

3 Thick hide 
4-5 Thick Fur 
6 Special 


Aquatic Creatures 


1-2 Thick, sleek fur 

3 Scales 

4-5 Skin 

6 Mucous over skin 


Special Integument Chart (Roll 3d) 

3 Spiny Fur/Quills 

4 Hard Carapace (Insect chitin or crustacean shell). 
5 Armor Plates (bone, very heavy chitin, etc.) 

6 Thick Hide 


7 Soft Carapace (Insect chitin or crustacean shell) 
8 Cork or "barky" covering 

9 Coat of Slime 

10 Covering has Chameleon properties. Chameleon level 1. 
11 Metal or Silicate deposits. 

12 Blubber 

13 Elastic Skin 

14 Ablative Coating 

15 No Body Heat 

16 Cartilage 

17 Bioluminescent Spots 

18 Abrasive Skin 


Mucous 

A slimy layer (like that on a fish) that prevents chafing and/or streamlines passage through 
water. Very good at cooling; creature always sweats. Makes "wearer" -2 to grapple. Increase 
creature's water requirement by 10%. Subject to freezing, drying out or scraping off. Bad 
Smell. On a 10-12 on 2d the race is Amphibious. 

Skin 

No special properties. Pale skin may "burn" in direct sunlight. 

Very Thin Fur 

Like that of a Chihuahua. Prevents sunburn; no other properties. 

Spiny Fur 

Like porcupine quills. PD 1, DR 1. Does 1d-2 impaling damage to opponents in close combat. 
Soft Carapace 

A chitinous layer like those on an insect. PD 2, DR 2. 

Hard Carapace 

A chitinous layer like those on an insect. PD 3, DR 3. 

Coat of Slime 

Like mucous, only slipperier. -4 to grapple. 

Fur 

Acts as light clothing. DR 1. One level of Temperature Tolerance. 

Scales 

Small, tough scales. DR 1. 

Heavy Scales 

Thick, armored scales. PD 1, DR 1 

Armor Plates 

Like those on a pangolin. PD 2, DR 3. 

Thick Hide 

Similar to elephant or rhino hide. PD 1, DR 1. 

Thick Fur 

A polar bear's pelt, for example. PD 1, DR 1. Acts as warm clothing. May cause suffering in hot 
weather! Two levels of Temperature Tolerance. 

Chameleon Skin 

Species gets a +4 bonus to Stealth skill when perfectly still, or +2 bonus when moving. 
Metal or Silicate Deposits 

Deposits of metal or silicates that form on the creatures skin. PD 3, DR 4. Heavy deposits are 
PD 4, DR 7. 

Blubber 

Retains body heat. Adds PD 1, DR 3 versus crushing damage only. Three levels of Temperature 
Tolerance. 

Elastic Skin 

The creature has naturally pliable and elastic skin, allowing the creature to stretch and shape 
it. 

Cork or "barky" Covering 

Trees have this, for example. PD 1, DR 2. 

Ablative Coating 

Deposits of skin, minerals or even dead chitin that serve as an ablative defense against 
attacks. If this is rolled, roll again or choose another covering and multiply its DR by 2, that will 
be the DR of the Ablative Coating. 


No Body Heat 

The creatures skin dissipates body heat very effectively. +6 to Camouflage rolls versus 
Infravision or Heat Sensitive methods of sight or tracking. 

Cartilage 

Like a shark. PD 1, DR 2. Flexible. 

Bioluminescent Spots 

Like some deep sea fish, the creature has colonies of bioluminescent bacteria living on its skin 
or some form of light generating organ. Some lifeforms may even be able to "focus" these 
spots into flashlight like beams. 

Abrasive Skin 

The races skin is naturally abrasive, like a sharks. Does 1d-4 cutting damage in close combat. 


Special Structural Abilities (Roll 2d) 
Roll 2d, on a result of 12 exactly the race has a special adaptation to its structural assembly. 
The specific abilities are left to the designer to choose. 


2 Cardiovascular 

Acceleration Tolerance 

Hard to Kill 1-3. The race, for structural or internal reasons is very hard to kill without 
blowing it apart completely with the first shot. This can represent de-centralized internal; 
organs, unnatural toughness, greater resistance to the effects of shock, etc. 

Extra Fatigue 1-5 

Extra Hit Points 1-3 

Improved G-Tolerance 

Recovery 

Injury Intolerance: Great Internal Pressure. The race maintains structural integrity 
by using a gas or liquid medium under great pressure to promote rigidity. Bleeding damage 
is doubled. 

Injury Tolerance: No Blood. The race has no fluid medium for distribution of 
necessary compounds throughout the body. 

Acceleration Weakness. 

Acceleration Tolerance. 

Vulnerability. The race is particularly susceptible to some form of physical attack. 


3 Gastro-Intestinal 
Sanitized Metabolism 
Cast Iron Stomach 
Universal Digestion 
Delicate Metabolism 
Vulnerability. The race is particularly susceptible to some form of physical attack. 


4 Glandular 
Emergency Response 
Combat Reflexes 
Increased Speed +1-2 
Increased Speed +3 
Hyper-Reflexes 
Hyper-Strength 
Vulnerability. The race is particularly susceptible to some form of physical attack. 


5 Immune System 
Disease-Resistant 


Longevity 

Immunity to Disease 

Vulnerability. The race is particularly susceptible to some form of physical attack. 
Weak Immune System 


6 Lifespan and Self-Repair 
Longevity 
Rapid Healing 


Very Rapid Healing 
Extended Lifespan 
Immunity to Disease 
Regeneration, slow 
Unaging 

Regrowth 
Regeneration, regular 
Regeneration, fast 
Immortality 
Regeneration, instant 
Undying 
Vulnerability. The race is particularly susceptible to some form of physical attack. 
Self-Destruct 

Slow Healing 
Unhealing 


7 Liver, Kidney, and Intestinal 
Alcohol Tolerance 
Resistant to Poison 
Decreased Life Support 
Oxygen Storage 
Immunity to Poison 
Vulnerability. The race is particularly susceptible to some form of physical attack. 


8 Musculo-Skeletal 

Double-Jointed 

Manual Dexterity 

Toughness 

Brachiator 

Catfall 

Extra Encumbrance 

Extra Hit Points to +3 

Extra Hit Points to +6 

Extra Hit Points to +9 

Super Jump 

Extra Flexibility 

Flesh Pockets 

Fragile. The race has an extremely delicate or fragile construction. Hollow bones, 
crystalline structure, etc. 

Bowlegged. The race is naturally Bowlegged. 

Injury Tolerance: No Cutting/Impaling Bonus. 

Injury Tolerance: No Neck. The race has no neck. 

Extra Encumbrance. The race has a better load-bearing ability than humans do. 

Increased Density. The race is constructed of denser materials than terrestrial 
animals. 

Vulnerability. The race is particularly susceptible to some form of physical attack. 

Reduced Move 

Reduced Hit Points 

Wings. Flight is typically reserved fro races that are Small, Tiny, Itsy or Viral in 
size. Flight (40 points) for larger creatures is possible with Gliding (-50%) or Winged 
Flight (-10%) limitations along with Requires Low Gravity (-5% per 0.1 G below 1 G). 

To work out the maximum gravity, find the average racial ST of the racial template, 
multiply by 2.5, and divide that by the template's average body weight (which can be found 
based on racial ST). Most genemod winged people intended for lower gravity should have 
Gravity Adaptation for either low or zero-gee, either of which reduce body weight. 


9 Respiratory 
Breath-Holding 1 


Extra Fatigue 1-4 
Voice 


Breath-Holding 2+ 

Decreased Life Support 

Extra Fatigue 5+ 

Filter Lungs 

High Pressure Lungs 

Low Pressure Lungs 

Mimicry 

Vulnerability. The race is particularly susceptible to some form of physical attack. 


10 Respiratory Alternatives 
Gills 


water only 

air and water 
Oxygen Storage 
Pressure Support 

to 10 atmospheres 

to 100 atmospheres 

immune to pressure 


11 Nervous System Enhancements 
Increased Speed +1-2* 


Increased Speed +3* 

Enhanced Time Sense* 

Increased Speed +4* 

Increased Speed +5* 

Injury Tolerance: No Brain. The race has no centralized nervous system or its brain is 
distributed throughout its body. 

High Pain Threshold 

Low Pain Threshold 

Vulnerability. The race is particularly susceptible to some form of physical attack. 


*A limitation like Requires Chemical Trigger, Emergencies Only or Costs Fatigue is 
sometimes appropriate, as is the racial disadvantage Short Lifespan. 


12 Transformations 

Elastic Skin 

Vacuum Adaptation 

Flexibility 

Doesn't Breathe 

Doesn't Eat or Drink 

Vacuum Support 

Morph 

Transformation. The race has one (or more) alternate forms that it can transform into 
to adapt to different situations in their environment. This is usually coupled with 
Limitations such as: Takes 1d6 days, requires extraordinary amounts of food, etc. 

Morph. The race is a natural metamorphic lifeform, capable of transforming into 
radically different creatures. Usually suggested for things like nanomorphs, etc. If you want 
to be able to do this quickly, the race will have to either eat a WHOLE lot of food or subsist on 
very high energy foods. The process will also generate a great deal of heat during the 
transformations. But the GM is ultimately the arbiter and can do anything he 
damn well wants. Possible Limitations are: Suffers Berserk, Bloodlust, Compulsive 
Behavior, Gluttony or Impulsiveness for a time after each Morph. 

Body of Gas. The most typical example of this is a cloud of micro-organisms or 

extremely small clouds of hive mind insects. Occasionally also has the benefits of the 

Transference advantage. 

Body of Water. The creatures structure is completely fluid. Such as the giant blobs 

that frequent 1950’s horror fiction or T$R’s products.. 

Body of Stone. The quintessential cinematic silicon-based lifeform. 

Body of Metal. Another staple of silicon based life, also common in naturally evolved 

machine intelligences. 


Body of Fire. Beings of living plasma are an example of this type. 
Injury Tolerance: No Vitals. The creatures internal organs are either very well 
distributed (de- centralized) or it uses nothing we recognize as vital organs. 


Limitations: 
Emergencies Only 
Limited Use 
Nuisance Disadvantage: Temporary Disadvantage (often Bad Temper, Gluttony or 
Lecherousness) 
Requires Chemical Trigger 
Cardiac Stress 
Costs Fatigue 
Uncontrollable 
Unreliable 


Communication 
Almost every species can communicate-on a basic level-through scent and body language. 
Some are gifted with special abilities: 


Voice Boxes (Roll 1d) 
Some species have a voice box, a specialized organ for making complex sounds. Roll a die and 
consult the chart below, with the following modifiers: 


Aquatic +1 
Lives in pack/troop +1 

Lives in herd +1 

Lives in hive +1 
Sexually limited to dominant members +1 
Herder Carnivore +1 
Gatherer/Hunter Omnivore +1 

2- No voice box. Mute. 


3-5 Grunts, purrs and howls possible (good for communicating emotions). 
6+ Voice box. Roll for frequency range: 
2- Very Low: Basso-profundo and subsonic rumbles. Includes Subsonic 
Hearing and Subsonic Speech. 
3-5 Normal: Human voice range 
6-7 Very High: High-pitched squeals and ultrasonic sound. Includes 
Ultrahearing and Ultrasonic Speech. 
8+ Extraordinary Range: Can cover all ranges from infra-ultra. Includes all 
Speech and Hearing abilities. 


Special Voice Box Modifications (Roll 1d) 


On a result of 1 on one die, roll on the table below. 


1 Disturbing Voice 
2-3 Voice 

4 Stuttering 

5 Penetrating Call 
6 Mimicry 


Other Communication Types (Roll 2d three times) 


Roll three times on the chart below. If rolled once, the method is assumed to be a "natural" 
channel of communication, comparable to an animal's grunts and howls. If the same method is 
rolled twice, the channel is sensitive enough to be used for speech. If rolled three times, the 
channel is extraordinary; very subtle and sophisticated languages are possible. In any case, 
the species automatically has the ability to sense the special channel. Roll two dice, modified 
as below. Additional communication forms are purchased as Secret Communication: 

Ergivore +2 

Chummy, Congenial or Gregarious +1 


2-3 No special channel: 

4-6 Pheremones (or other chemical methods. The first level of Pheremones gives 
the race Pheremone Control. Broader-spectrum pheromones are bought as 
a Reaction Bonus or Charisma with the limitation Scent-Based [-20%]. This also 
gives the race one or more levels of the disadvantage Weak Will [only to resist 
pheromones or seduction attempts, - 75%]. Further levels allow the 
purchase of other Pheremonal Powers: Awe, Dread, Entrancement, Summon 
or Majesty with the Scent-Based limitation [-20%]. Typically Pheremones are 
race-specific, if you wish to purchase Pheremones that will work on other 
races that share similar physical traits it is a +50% Enhancement.) 

7-9 Color patterns 

10-11 Somatic (Body language, cilia flickers, antennae twitches, interpretive dance, 


etc.) 
12 Electromagnetic (Radio, magnetic fields, etc. Radio Hearing and Radio 
Speech/Broadcast are such types of communication.) 
13+ Telepathy (Emotion sense, etc.) 
Senses 


A species' senses influences the way it thinks and perceives the world. A species identical to 
humanity, except with (say) poor eyesight but a wolf's sense of smell, would have a drastically 
different culture and technology. 


Limitations: 

Eye Contact Only (-20%) can also be applied to sensory advantages limited to the same three 
hex range which don't require eye contact. Faz Sense (feline whiskers that sense air currents) 
or limited forms of Infravision or Sonar Vision are examples. 


Vision 
Vision is one of the most powerful types of sense available. It has evolved on nearly all worlds, 
and almost all species have it. 


Sharpness of Vision (Roll 1d) 


Roll one die, modify as follows: 


Swimmer/Amphibian/Aquatic -1 

Arboreal +2 

Flyer +2 

* Blindness (See below.) 

1 Motion detection only (3-10=Curiosity-1, 3-10=Suspicion+1) 

2 Poor (Bad Sight disadvantages)(3-6=Curiosity-1, 3-7=Suspicion+1) 
3-4 Average ("Poor Vision" -2 to rolls using sense of sight). 

5 Good (Human range). 

6 Excellent (Acute Vision+2) 

7 Extraordinary (Hawk; Acute Vision+5; +1 Ranged Attack Bonus) 
8 Astonishing (Acute Vision+8; +2 Ranged Attack Bonus) 


*Blindness, a -50 point disadvantage, is very rare. Burrowing races have a 1 in 6 chance of 
being virtually blind; they can sense the presence of light but nothing else. If a race has 
another sense which substitutes for vision, it's not blind for point purposes! 


Number of Eyes (Roll 1d) 


Roll one die. 
1 Roll again. On a second result of 1, the race has one eye. 
2-3 Two eyes 
4 Three eyes 
5 Four eyes 
6 2d eyes 


Eye Placement (Roll 1d) 


Roll one die, modified as follows: 


Low in Food Chain +1 

Top of Food Chain -1 

Carnivore -1 

Pure Herbivore +1 

Three or more eyes +1 

Six or more eyes +2 

1- Narrow. Has binocular vision, but can't have Peripheral Vision. 

2-3 Front (Human norm). Has binocular vision. 

4-5 Wide. Has Peripheral Vision, and non-binocular vision. No Depth Perception 


disadvantage. 
Eyes on stalks (Peripheral Vision, Independently Focusable Eyes; can look 
around corners). 

7+ All around vision (360° Vision advantage). If the species has fewer than four 
eyes, it has non-binocular vision as well (No Depth Perception). 


(o>) 


Special Visual Powers (Roll 3d twice) 
Roll three dice twice on the chart below, modifying as shown. 


Carnivore -2 

Ergivore +2 

Nocturnal -2 

1 Spectrum Vision 

2-3 Infravision 

4 Night Vision. Most races with Nightvision are Color Blind as well. 
5 Nictating Membrane 

6 Microscopic Vision 


7-12 None 

13 Color Blind 

14 Telescopic Vision 

15 Polarized Eyes 

16 Independently Focusable Eyes 
17 Penetrating Vision 

18+ Night Blindness/Day Blindness 


Hearing (Roll 1d) 


Roll one die. 
$ Deafness (Too rare to be rolled normally.) 
1 Poor (Hard of Hearing disadvantage) 
2-3 Average (Human) 
4-5 Good (Dog; Acute Hearing+2) 
6 Excellent (Acute Hearing+5) 


Special Hearing Powers (Roll 1d) 


Roll one die on the chart below, modifying as shown. 


Amphibian or Aquatic +1 
Blind +2 

Vision is Poor or worse +1 

1 No special ability 

2 Directional Hearing (Humans have this) 
3 Parabolic Hearing 

4 Subsonic Range 

5 Ultrasonic Range 

6+ Sonar Vision (dolphin, bat) 


Tactile (Roll 1d) 


Roll one die, consult the chart below. 


* 
High Pain 
1-2 
3-4 
5 
6 


No Sense of Touch. Too rare to roll normally. Reduced Manual Dexterity-6. 
Threshold. 

Crude. Reduced Manual Dexterity-2 

Fair. Manual Dexterity as normal 

Excellent. Increased Manual Dexterity+1, Sensitive Touch 

Fair. Has excellent "other" sense built in 


Motion Sense (Roll 1d) 


Roll one die, consult the chart below. 


no 


No Motion Sense. 

Normal. The race can sense vibrations and movement normally, but they get 
bonuses. 

Faz Sense/Whiskers. 

Absolute Direction. 

Sense of Perception. 


Other Senses (Roll 2d) 


On a result of 12 exactly, the race has an "extra" sense. 


1-2 
3-4 
5 


6 


Radar Sense 
Magnetic Sense 
Radiation Sense 
ESP 


Kinesthetic (Roll 1d) 


This is the sense of balance and motion, "surefootedness" and level of perception of internal 
goings-on (heart rate, digestion, respiration, healing). Roll one die and modify as shown below: 


Brachiating +1 
Flyer +2 
Small +1 
Huge or larger -2 


* 


determine 
0-2 
3-4 
5 
6+ 
and 


No Kinesthetic Sense. Creature must use sight and tactile senses to 
position of limbs! DX-3. Too rare to be rolled normally. 
Poor. DX-1. On a 3-6 the race suffers from Motion Sickness. 
Average (Human) 
Good. Cats, monkeys. Perfect Balance advantage. 3-6=Catfall. 
Excellent. Born acrobats, incredible control of reflexes. DX+2, Perfect Balance 
Catfall. 


Special Kinesthetic Powers (Roll 2d) 


Roll two dice; modify as shown. 


Lives in Desert or Ice Desert +1 

Aquatic -1 

2- Full Coordination advantage 

3-6 No special ability 

7 Low Pain Threshold 

8 Can (or must) hibernate under certain conditions. This is Metabolism 
Control (Limitation: Only under certain conditions). 

9 The species has Metabolism Control. Level of power depends on the species' 


kinesthetic sense: 
None: Power 1 
Poor: Power 2 
Average: Power 3 
Good: Power 4 
Excellent: Power 6 


10 Species can guide its healing processes. Rapid Healing advantage. 

11 Species has both Rapid Healing and Metabolism Control. Sentients can 
learn to control their own immune systems and more; Increase HT by IQ/4 
for purposes of fighting disease and healing! 

12+ Species possesses #11 above plus the Hyper-Reflexes, High Pain 
Threshold and Hyper-Strength advantages. Species with a Good or 
better kinesthetic sense may opt to purchase Longevity, while a species with 
an Excellent kinesthetic sense may purchase Unaging or even 
Immortality! 


Sense of Taste (Roll 1d) 

Roll one die and modify as shown. 
Blind +1 
Herbivore +1 


1 None 

2 Poor. -4 on all taste related sense rolls. 

3-4 Average. Human. 

5-6 Good. Acute Sense of Taste+2. 

7+ Excellent. Acute Sense of Taste+5 and Discriminatory Taste. With training, a 
member of the species can determine the exact chemical makeup of 
substances. 


Sense of Smell (Roll 1d 

Roll one die and modify as shown. 
Blind +1 
Carnivore +1 


1 None 

2 Poor. -4 on all smell related sense rolls. 

3-4 Average. Human. 

5-6 Good. Acute Sense of Smell+2, 3-8=Discriminatory Scent. Can track by smell: 


Tracking Skill. 

7+ Excellent. Bloodhound level. Acute Sense of Smell+5, Discriminatory Scent (As 
Empathy within 2 Hexes; +50%). Can track by Smell: Tracking Skill. With training, a 
member of this species can detect very weak (or old) scents and determine their 
source. 


Mental Abilities 
Most species are assumed to have fairly high animal intelligence and no unusual powers. A few 
are especially blessed. 


Intelligence and Sentience (Roll 3d) 

“Intelligence is the ability to solve problems. Sentience is the ability to make them." -Howard 
Prau Sessor 

A rating below 9 is considered non-sentient. A race marked as Presentient has the "potential" 
to be fully sentient with a little "help" (i.e. uplift). Roll three dice to determine the creature's 
exact mental abilities. 


3 IQ 5 and Presentient 
4 IQ 6 

5 IQ 6 and Presentient 
6 IQ 7 

7 IQ 7 and Presentient 
8 IQ 8 

9 IQ 8 and Presentient 
10-11 IQ 9 

12-16 IQ 10 

17 IQ 11 


18 IQ 12 


Note that it is possible for a creature to have a fairly high IQ and not be Presentient. 


Special Abilities (Roll 3d) 
Roll three dice. On a roll of 8-12 the species has a special mental ability. 


Table 1 Table 2 
3 Absolute Timing Alertness 
4 Intuition Autotrance 
5 Lightning Calculator Light Hangover 
6 Eidetic Memory | Fearlessness 
7 Eidetic Memory 2 Chronolocation 
8 Mathematical Ability Musical Ability 
9 Absolute Direction No Hangover 
10 Ambidexterity 3D Spatial Sense 
11 Fearlessness Collected/Composed 
12 Intuitive Mathematician Cool 
13 Racial Memory Imperturbable 
14 Enhanced Time Sense Unfazeable 
15 Compartmentalized Mind Cultural Adaptability 


16 Mindshare 
17 Language Talent 
18 Psionic Power. See below. Psionic Power. See below. 


Special Disabilities (Roll 3d) 


Roll two dice. On a roll of 10-12 the species has a special mental disability. 


Table 1 Table 2 
3 Split/Multiple Personality Bad Temper 
4 Ignorance Bully 
5 Capricious Chronic Depression 
6 Flashbacks Dyslexia 
7 Indecisive impulsiveness 
8 Innumerate Laziness 
9 Manic-Depressive Lecherousness 
10 No Sense of Humour Megalomania 
11 Non-Iconographic 
12 Stress Atavism Sadism 
13 Bestial Sense of Duty 
14 Berserk Slave Mentality 
15 Combat Paralysis Stubborness 
16 Bloodlust Weak Will 
17 Shyness 
18 Delusion 


One limitation for mental disadvantages that might be common in individuals with 
performance-enhancing glandular modifications is Gluttony, Lecherousness or Stuttering with 
the limitation "Post-Emergencies Only" (-50%). The hormones produced by combat overdrive 
causes a glandular imbalance that results in 

temporarily aberrant behaviour for several minutes afterward. 


Psionic Talents (Roll 3d) 

Once in a great while, a naturally psionic creature evolves to sentience or presentience. Use 
the table below to determine the creature's psi power and level of the talent. The low end of 
the table has mostly communication talents; those in the middle are "warning" skills. Those on 
the high end are weapons, used to trap prey. In animals, the skill of the power is equal to 12 or 
the species' IQ, whichever is greater. When the species becomes sentient, individuals must 
learn the skill, but there is a +1 Racial Skill Bonus for that ability. Roll three dice; modify as 
shown. 


Trapper Carnivore +1 (Used to lure prey). 


Low on Food Chain -3 

High on Food Chain +3 

Lives in pack/troop -1 

Lives in herd -2 

1- Telesend and Telereceive* Power 6 

2 Telesend* Power 8 

3 Telereceive* Power 8 

4-5 Precognition* Power 6 

6 Clairvoyance/Clairaudience* Power 6 
7-9 Emotion Sense Power 8 
10-12 Danger Sense 

13 Psionic Resistance Power 10 

14 Luck** 

15 Psi Static Power 10 

16 Telekinesis Power 8 

17 Telesend Power 6 

18 Sleep* Power 6 

19 Mental Blow* Power 10 

20 Telerecive and Telecontrol* Power 8 

21+ Probability Alteration Power 4 


*Creatures with these powers can also erect a Psi Shield. Shield power is half that of the 
primary power. If the race is a Herd or Hive, or suffers Hive-Mentality, and possesses any 
Telepathy abilities it also suffers from Telepathic Addiction if the race is Solitary and possesses 
Telerecieve or other Telepathy abilities it suffers from Supersensitive instead. 

**Luck is the animal form of a dangerous and powerful talent, Probability Alteration. Animals 
use it unconsciously, instinctively to "stack the deck" in their favor. When used by a trained 
sentient adept, this power has other, more spectacular uses. 

Telesend and Telereceive are potential powers in animals; in practice, an animal with these 
has "telempathy" and can project and receive emotions only. (If retained by the sapient 
species, this is a limitation that reduces Telepathy Power cost by 50%). 


Variations 

So far our species has been affected by biology, environment, social systems and the like. 
There are random factors as well. These can lead to surprises and anomalies. For designed 
species, change the attributes as much as you like, but be prepared to justify your changes. 
Roll two dice for each basic attribute, and for each of the eight personality traits. 


3 Subtract 2 from the attribute/trait 
-5 Subtract 1 from the attribute/trait 
8 No modifier. 

10 Add 1 to the attribute/trait 

1-12 Add 2 to the attribute/trait 


Determining Personality Traits 
As you create a species, keep track of the current level of each trait. All of the changes are 


cumulative; a herbivore may start off with low imagination, but turn out to be quite clever 
because of mating instincts that put a premium on trickiness. When the creature is finished, 
calculate the total for each trait. The resulting score gives you a scale with which to compare 
the new species personality against other races. These raw scores can be used to judge 
roughly how a character from a given species will tend to behave. Scores other than 0 
translate into advantages, disadvantages or quirks, according to the tables below. 


Chauvinism 

This is the measure of the entire species' ego. Unless socialized to include others in its "in 
group," 

individuals of chauvinistic species tend to be individually bigoted or patronistic. Below-normal 
chauvinism makes for an adaptable, friendly species. 


+3 Chauvinistic. As +2, but if Suspicion is greater than +1, this becomes 
Xenophobia. 

+2 Chauvinistic. If Empathy is less than +1 or Suspicion is more than -1, this 
becomes Intolerance: (Other Races). 

+1 Chauvinistic (Quirk). If Empathy is less than 0 or Suspicion is more than 0, this 

becomes Intolerance: (Other Races). 

0 Normal 

-1 Broad-Minded (Quirk). 

-2 Broad-Minded (Quirk). If Suspicion is below 0 and Empathy is above 0, this 
becomes Xenophilia. 

-3 Undiscriminating (Quirk). If Empathy is above 0 or Suspicion is below O, this 

becomes Xenophilia. If both of these are true, it becomes Strong 
Xenophilia. 
3-6=Cultural Adaptability. 

Concentration 
This is a measure of how much the species’ individuals can concentrate on a single action, plan 
ahead, and think "deep thoughts." At high levels, this may result in "savant" abilities. At lower 
levels, habit and instinct take over. 


+3 Single-Minded and either High Pain Threshold, Mathematical Ability, Musical 
Ability, Language Talent, Lightning Calculator, or Intuitive Mathematician. 
The creator may choose one or roll randomly. 3-6=Workaholic. 

+2 Single-Minded. 

+1 Attentive (Quirk.) 

0 Normal. 

-1 Distractible (Quirk). 

-2 Short Attention Span. 

-3 Absent-Minded or Confused. 


Curiosity 

This is the tendency for individuals to go out of their way to investigate new things, appreciate 
art, and yearn for adventure. Note that if a creature is not curious, it may still notice something 
new; it just doesn't find it worthy of attention. 


+3 Very Curious. If Concentration or Suspicion is 0 or less, roll at -2. 

+2 Curious. If Concentration is 0 or less, roll at -2. 

+1 Nosy (Quirk). If Concentration is 0 or less, this becomes the Curious 
disadvantage. 


0 Normal. 
-1 Staid (Quirk). 
-2 Incurious. If Suspicion is below 0, this becomes Obdurate. 


-3 Obdurate. 


Egotism 
This determines the sense of personal importance that the members of the race have. If a race 


has a low egotism, its members will put their own interests below those of the race as a whole. 


+3 Self-Centered. 
+2 Selfish. If Suspicion is +1 or more or Empathy is -1 or less, this becomes Self- 
Centered. 

+1 Proud (Quirk). A high Suspicion score enhances this. If Suspicion is +2 or more, 
or Empathy is -2 or less, this becomes Self-Centered. 

0 Normal. 

-1 Humble (Quirk). 

-2 Selfless. But if Chauvinism is +2 or higher, take Hive Mentality instead. 

-3 Hive-Mentality. But if Concentration is +3 or higher, take Slave-Mentality 
instead. 


Empathy 


This is a measure of whether the species can sense, or comprehend, the feelings and attitudes 
of others. 


+3 Empathy advantage. If Gregariousness is above 0, the race is also automatically 
Charitable. 

+2 Sensitive. If Gregariousness is +1 or better, roll three dice; the race is Charitable 
ona result of 8 or less. 

+1 Responsive (Quirk). If Gregariousness is above 0 and Suspicion below O, replace 
this with Sensitive. 

(0) Normal. 

-1 Oblivious. 

-2 Low Empathy. 

-3 Callous. If the race is carnivorous, there is a 1 in 6 chance of Bloodlust. 

-4 Solipsist. If the race is carnivorous, there is a 50% chance of Bloodlust. 


Gregariousness 
This is a measure of the species' need (or dislike) for company.Note that this interacts with 


Chauvinism. The less chauvinistic a race is, the more its liking for company will extend to other 
species. 


+3 Gregarious. If Egotism is +1 or higher add Compulsive Carousing. 
+2 Chummy. 
+1 Congenial (Quirk). 


(0) Normal. 

-1 Uncongenial (Quirk). 
-2 Loner. 

-3 Reclusive. 


Imagination 
A measure of how good individuals of the species are at coming up with new ideas and seeing 


patterns in seemingly "random" data. 


+3 As for +1, but must have Empathy +1 or better, or get the Odious Racial Habit: 


"Won't shut up about their great ideas!" (-5 points). 

+2 As for +1, but if Egotism is above 0 or Concentration is below +1, the species 
also gets the Dreamer Quirk. It is possible to be Versatile and a Dreamer. 

+1 Imaginative (Quirk). Exception: If Concentration is 0 or better, and Egotism is 
below +2, the species gets the Versatile advantage. 

0 Normal. 


-1 Dull (Quirk). 

-2 Hidebound. 

-3 Hidebound and IQ -1. 
-4 Cannot Learn 


Suspicion 
This trait determines how the species reacts toward new things-with pleasure, fear or distrust. 


+3 Edgy. Also roll 3d (+3 if carnivore, -3 if herbivore.) If the roll is under 10, the 
species has Cowardice. Otherwise it is Paranoid. 

+2 Edgy. If Curiosity is -3, the race is merely Careful. 

+1 Careful. But if Curiosity is -2 or less, treat Suspicion as Normal. 


0 Normal. 

-1 Cool. 

-2 Collected. If Egotism is +2 or greater, the race has Overconfidence. 

-3 Imperturbable. If Egotism is +1 or greater, the race has Overconfidence. 


Combining Traits 
These traits can form the basis of dozens of personality types. Humble, chauvinistic and 


Chummy makes for a loyal, eager-to-please follower type. Add Suspicion and Single-Minded 
and you've got a soldier. Empathy, Chummy, Single-Minded and Chauvinistic is a good 


combination for a diplomat who must deal with strange races yet retain a sense of purpose. 
Imagination and low Concentration might result in a brilliant "flake". Curiosity and moderate 
Suspicion could make a great explorer; add Chauvinism and Egotism for a conquistador. If two 
traits seem opposed, compensating behaviors-often quite complex-may evolve. for example, 
Proud matched with Chummy may lead to constant, ritualistic struggles for dominance. 
Wolves, who are both individualistic and sociable, have just this sort of society. 


Racial Technological Levels 
The TL for the campaign is determined by the GM. The relative TL of the race generated above 
is determined randomly, roll 3d and consult the table below: 


3 Anamolous. Roll 1d+1 to determine TL, but they have star travel. Somehow, 
the barbarians got ahold of some starships - now they have advanced 
weapons and perhaps a hostage world or two doing manufacture and 
repair. 

4,5 Retarded in a Science. Same basic TL as the campaign, but retarded in 
technology in one field - see the Sciences Table. 

6,7 Retarded in an Art. As above, but see the Arts Table. 

8,9 Primitive. Roll 1d to determine the world’s TL. 


10 Developing. TL is 1d TL’s lower than the campaign average. 
11 Slightly Retarded. Same TL as the campaign, though manufactured items tend 
to be larger, heavier, costlier (+10-50%) or less user-friendly/reliable. 


12 Modern. TL of the campaign.\ 
13 Slightly Advanced. Campaign’s TL but products are beautifully-styled, 


compact, inexpensive (-10-50%) or easier to use/more reliable. 
14, 15 Advanced in an Art. Same TL as the campaign, but this society is advanced in 
one of the arts - see the Arts Table. 


16, 17 Advanced in a Science. As above, but see the Sciences Table. 
18 Advanced. Roll 1d and add it to the world’s TL. 


Sciences Table Arts Table 

2 Biology & Medicine 2 Games & Diversions 

3 Weapons 3 Social Sciences & History 
4 Sublight Space Travel 4 Mathematics 

5 Power Generation 5 Literature 

6 Communications & Sensors 6 Visual Arts 

7 Computers or Robotics 7 Performing Arts 

8 Aerospace or Surface Transport 8 Music 

9 FTL Travel 9 Psychology 

10 Engineering 10 Architecture 

11 Materials Science/Chemistry 11 Philosophy & Theology 
12 Exotic 12 Exotic 


World Government 
To determine World Government type, if any, roll 2d and consult the table below. 


5- No World Government, Diffuse. 

6 No World Government; Factionalized 

7 No World Government; Coalition 

8 World Government; With a Special Condition; roll on the Society Type table below, and 
then on the Special Conditions table. 


9+ World Government; With No Special Conditions; roll on the Society Type table below. 


Society Type 
To determine Society Type, roll 3d and add the world’s TL, treating any TL over 10 as 10. 


-6 Anarchy, No Government 
-8 Clan/Tribal 
-10 Caste 


3 
7 
9 
11 Fuedal 


12 Theocracy 

13-14 Dictatorship 

15-17 Representative Democracy 
18-20 Athenian Democracy 
21-22 Corporate State 

23-25 Technocracy 

26 Caste 

27+ Anarchy, No Government 


Special Conditions 
Roll 3d on this table only if the World Government table indicated that a special condition 
existed. 


3-4 Subjugated 

5-6 Slave State 

7 Sanctuary 

8 Military Government 
9 Socialist 

10 Bureaucracy 

11 Colony 

12 Oligarchy 

13 Restricted; Hazardous 


14 Meritocracy 

15 Restricted; Embargoed 
16 Patriarchy/Matriarchy 
17 Utopia 

18 Cybercracy 
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I posted this stuff on the old board, as a replacement for the 
Mindshare rules in Aliens and Fantasy Folk, but it had some bugs in it... 


HIVE STRUCTURES 


In the simplest hive structure, no mindsharing is involved. At least 
one member is sentient. The distinction between such a hive and non-hive 
species is psychological: Members think of themselves foremost as assets of 
the hive, secondarily as individuals. (This attitude is particularly likely 
when all are children of the same queen.) Members have the Selfless 
disadvantage, a strong Sense of Duty to their community, and possibly 
Compulsive Behaviors that aid species survival. If the hive has a non- 
sentient or sessile queen, all members may take her as a dependent, albeit 
one which appears rarely for any given individual. 

Some members may still be subsentient, though. Sentient members of 
the hive relate to them either as owners or overseers, depending on 
individual rank and the caste structure of the hive, if any. Non-sentient 
members are like organic robots, following an instinctive program; advanced 
hives might be able to design and program non-sentient drones for specific 
roles. Such drones will seldom be able to survive on their own, being 
specialized to contribute only to a single aspect of hive survival. The 
number and type of non-sentient drones in a hive generally do not affect the 
point value of an individual sentient member, unless he owns them, in which 
case he must have wealth, or unless he is responsible for maintaining them, 
in which case he may have Rank, Status, a Duty, or maybe just a job. 

Semi-sentient drones are more than just organic robots, or at least 
they are robots with more elaborate and flexible instincts/programming. They 


still have low IQ and a Slave Mentality (like the Insect Warriors of p. FF88 
or the Blue Tittikit of p. SB29). Semi-sentient drones either serve as the 
lower echelon in fields where flexibility is an asset, like defense, or in 
"middle-management" directing lower-order drones in mundane tasks. If all 
fully sentient members of the tribe can give orders to the semi-sentient 
ones, they must take their own race as a patron. Otherwise, an individual 
must have Rank or buy his drones as allies. 

Special Disadvantage: Selfless (from Uplift). Members of the race 
have a very low sense of their own individuality. Includes a level of Weak 
Will. -10 points. 


RACIAL MEMORY 

Individuals have access to the memories of the whole race, or at 
least a significant branch, sort of like an organic library. Buy Racial 
Memory as a set of racial skills or skill bonuses, with limitations applied 
to the whole. Another ramification of racial memory is that any skill known 
by a member will be known at every previous tech level that the race has 
experienced; usually this goes right back to zero. Add two points per 
previous TL to the cost of the package. 

At its most basic, Racial Memory is just innate skill in Area 
Knowledge and racial History and Literature. More complete and detailed 
memory will give skills in other areas as well, perhaps better purchased as a 
skill bonus. That is, you may remember facts and even procedures, but you 
still have to practice using them. For example, a physicist must know the 
laws of motion, but considering the ramifications of those laws on a new 
problem is a challenge distinct from mere memorization. 

While the game mechanics for racial memory are not unusual, the 
cultural effects are. Racial memory obviates the function of bards and 
journalists. It may inhibit the development of literacy or otherwise 
contribute to a backward-looking cultural mindset: Everything worth knowing 
has been known before. On the other hand, if the race ever does develop 
literacy or a scientific approach, then that too will be propogated. 

Special Limitation: Inherited Memory. If members of a race inherit 
memories from their parents, no hive structure is necessary, but the game 
mechanics are the same. Any skills provided by heriditary memory will never 
be current, so reduce their cost by 10%. For such a race, split personalities 
are common, as a weak-willed individual is dominated by a strong personality 
from his ancestry. Early Maturation is also appropriate, in which case all 
members of the race are likely to display personality traits of their 
founders, especially clan feuds. 

Special Limitation: Central Source. Some hive minds are global 
consciousnesses; every member has access to the memories of every other. Most 
hives have central repositories of memories, though, and members of the race 
have a separate Duty to update the memory banks. If the memory bank is 
destroyed, the hive loses its racial memory, or at least the ability to 
update that memory (In that case, reduce value by 10%, as for inherited 
memory. New members of the race will not have the inherited memory 
advantage.) If the hive has only one memory bank, -20%. If it has multiple 
memory nodes, -10%. 

Special Limitation: Limited Range. At some distance from your hive, 
either its central population or one of its memory nodes, you lose access to 
your racial memories, as follows: 

-40% Touch Only 


-30% 1 mile If you take Touch Only, the memories last for 
-25% 10 miles at least an hour after the exchange. You may 
-20% 100 miles consider applying the Degrades enhancement. 
-15% 1,000 miles 

-10% Planet-wide If your campaign scope is merely planet-wide 
-5% Universal or universal, these limitations are worth 0%. 


-0% Multiversal 


Special Limitation: Takes Extra Time. Accessing racial memories 
requires a second of concentration, -10%. Accessing your memories takes a 
minute and some non-trivial action, like a trance, -20%. Accessing your 
memory requires a ritual a la Jean Auel's Clan of the Cave Bear, -30%. 

Special Enhancement: Degrades. Must be linked to limited range. Your 
racial skills and bonuses degrade slowly instead of being lost immediately 
when you are out of range. If your skill levels or bonus degrade at a rate of 
1 per hour, +5%. For -1 per day, +10%. For -1 per week, +20%. For -1 per 
month, +30%. If your racial memories linger longer than that, you might as 
well not have a Limited Range. In any case, this "enhancement" never costs 
you more than Limited Range saves in the first place. If a species has a 
degrading racial memory, members with Eidetic Memory retain their racial 
memories even when out of range. In a hive whose memories degrade and which 
has a range of Touch Only, some members have a Duty to visit other members to 
"freshen" their racial memories and collect new ones for the racial store. 


MINDSHARE No Direct Cost 

A true hive consciousness, a single consciousness inhabiting several 
bodies. Three types of player character are possible: 1) The PC is the brain 
unit for a hive, controlling several drones; 2) the PC is a drone who is only 
intelligent when the hive mind is focusing on him; or 3) the PC is a 
decentralized intelligence. 

In case 1, compute the character point value of the central unit, 
including intelligence. It will probably be Sessile, and may lack limbs and 
senses as well; give only half credit for any physical disadvantages 
(including reduced attributes) which are not universal among the drones as 
well. Then pay half value for any advantages available to any of the drones 
which the central unit does not have. Compute the value for every drone which 
the central mind can control; don't worry, a beginning PC won't be able to 
afford many. Also, most hives will only have a few types of drones, so you'll 
just calculate the value of a Warrior and take 5 of them, for example. For 
every different kind of drone the hive can have (up to 15), spend 5 points. 
Add to the character's cost 10% of the sum of its drones. (For this purpose, 
minimum cost of a drone is 0; you can't get points back by having a lot of 
wimpy drones.) By default, the central unit can directly control one drone at 
a time; add a level of Full Coordination for each additional drone. Yes, you 
can buy down the IQ of the drones to make them cheaper, but this will make 
them less capable of acting when you are not consciously controlling them. 
Even those with high IQ will still be following a program, though, so you 
must define the default role for each drone; e.g., harvest co-ordinator. For 
a sentient but controllable drone, pay 10% of its point value *and* buy it as 
an ally. When a drone runs into a problem that needs a solution from the 
central brain, make an IQ roll to notice its inquiry. 

For case 2, you are a drone for a hive as described above (or below). 
Determine your default IQ and skills and then apply the Unreliable limitation 
to the extra IQ and skills you get from the central mind: access on 5 or 
less, -7 levels; access on 8 or less, -3 levels; access on 11 or less, -2 
levels; and access on 14 or less, -1 level. For example, if you have IQ 13 
(30 points), the central brain has IQ 17 (100 points), and you can access 
that intelligence on an 11 or less (-2 levels), pay 100-30, -20%, or 56 
points. A drone of this type may have a few individual personality traits, as 
the central intelligence manifests differently in the different body. 

Special Limitation: Limited Range. If a drone cannot be controlled 
beyond a certain range, reduce its cost to the hive by the amount give for 
the Limited Range disadvantage for Racial Memory, above. For example, a 100- 
point drone cannot interface with the central unit beyond a range of 100 
miles. This reduces its value to 80 points. The controlling PC pays 10% of 
that, or 8 points. If the PC is the drone, he would instead reduce the cost 
of the advantages he gets from the central unit. 

Special Advantage: Drone Design. The hive queen is not limited to a 


few, specific drone models. Instead, the queen can custom design any new 
drone she can afford, like MMM (p. A112). She must pay half cost for every 
advantage in her design repertoire, but she may expand that repertoire after 
character creation, through practice. 40 points. 


DECENTRALIZED INTELLIGENCE No Direct Cost 

For case 3, a decentralized intelligence, pay full value for every 
advantage available to any hive member, but count only those disadvantages 
which are universal. Each drone contributes points to raise communal 
intelligence above a starting value equal to that of the smartest member, and 
to buy skills and mental advantages (including Full Coordination). Determine 
the cost of a drone as in case 1, and then increase its cost by an amount 
equal to *twice* its contribution to the hive mind, less 30%, less any 
further rebate for limited range. THE POINTS CONTRIBUTED TO IQ IN THIS 
FASHION COUNT AS A RACIAL ATTRIBUTE MODIFIER. Most hives will have stupid 
drones; let us assume one with IQ 7. An exceptional drone with an 
*indivually* greater IQ would pay 30 points for IQ 10, but the hive need 
spend but 20 points. To rephrase, even though the hive starts with the IQ of 
its smartest individual member, it purchases IQ relative to a score of 10. 
(This is true even when the hive includes geniuses.) 

The GM should set guidelines for how a hive mind instinctively 
Organizes itself, based on its size; e.g., 60% of its pool of points to IQ, 
40% to skills, subject to maximum IQ 18. It is possible that some of the 
hive's points can even go to physical attributes and advantages. For example, 
a hive of tiny creatures might form itself into a large, solid body with the 
ST of a man. In this case, purchase ST (and DX) for the hive just as for IQ, 
with the Touch Only limitation. 

When members of a communal intelligence are knocked out, the hive 
loses access to their contributions to communal IQ; when members are killed, 
the hive loses those points permanently. This is the disadvantage that 
justifies the -30% limitation; a normal character does not become stupid when 
he is damaged or dismembered. The hive player determines the order in which 
points are lost; presumably, he intuitively arranges for high priority 
constituents to be least exposed. 

When a communal intelligence loses constuents, it is stunned unless 
it makes a Will roll, at -1 for every 10 points lost; it may roll again every 
turn (at no penalty) to recover. When it is stunned, any members under its 
direct control are also stunned. High Pain Threshold for the hive prevents 
this, but High Pain Threshold for an individual drone affects only its own 
combat performance. 

If the members of a hive are small and have the Touch Only Limitation 
on their contributions to the hive mind, the clump together in large, solid- 
seeming entities. These bodies may be targeted as a whole, and a single blow 
may kill multiple hive members: Apply damage to one hive member until it 
takes HT; then proceed to another with leftover damage. If several members 
are in danger of losing consciousness, roll in groups of 4 on the burst table 
(p. B120). When all members have taken HT damage once, start over. (These 
rules aren't realistic, just realatively easy.) Impaling damage has no 
multiplier against such a hive, but crushing damage is doubled. 

When damaged, the hive rolls against Will each day; if successful, it 
heals one character point toward buying back its drones. If a hive has the 
Regeneration advantage, it reproduces adult drones quickly, to replace 
character points lost through attrition, at the same rate that the advantage 
would normally restore hit points. (This is not the same as having 
regenerating drones.) A hive can also have Slow Healing, in terms of drone 
replenishment. A hive's rate of healing determines how quickly it can make 
use of earned character points. 

If all the points necessary to pay for a mental advantage are lost 
and then healed or regenerated, the hive might have a different advantage 
than it started with, assuming that it had discretion over the advantage in 


the first place. For example, it might lose Mathematical Ability and 
regenerate Absoluet Direction and Lightning Calculator instead. Roll against 
IQ before the hive starts healing; switching advantages is only possible if 
you fail. 

Skills cannot be regenerated; when points are again available, the 
hive must re-learn the skills. 

Unless it has an appropriate advantage, a hive mind needs just as 
much sleep as another character, but it has the option of staggering the 
sleep of its drones, keeping it partially aware at all times. If the portion 
of the hive that is awake perceives a threat, it can wake the rest 
immediately if the hive has Combat Reflexes. Otherwise, it must make a Will 
check each turn to bring another 10 points' worth "on-line." 

Special Enhancement: Redundancy. This enhancement may be linked to 
the -30% Limitation inherent in a decentralized mind. Because information is 
backed up in multiple drone brains (and/or dynamically re-allocated), the 
hive does not lose character points as readily. If the hive can lose two 
members before it loses one contribution of points, +10%. Of course, when 
only one-third of the hive remains (with two-thirds of its knowledge), every 
subsequent death costs two contributions. For every additional drone which 
must be knocked out before the hive loses one contribution, +10%. 

There is a limit, of course. Take the number of constituents you can 
lose before you can lose one contribution, and add 1. Divide 100% by the 
result. That's the point at which the loss starts catching up to you, and 
every subsequent death costs you a number of contributions equal to your 
level of redundency. For example, with double-redundency (+10%), a hive can 
lose two members before it loses one contribution of points. When only one- 
third of the hive remains (with two-thirds of its knowledge), every 
subsequent death costs two contributions. 

Special Limitation: Limited Range. Apply any discount to the 
contribution of the drone to the hive total, as well as to the cost of the 
drone. 


[From ] Jeff [MSG 11 OF 12] 
[To ] All 

[Date ] Wed 21 Apr 93 3:45 

[Subject ] Sample Hives 


EXAMPLE OF RACIAL MEMORY: The Loremasters 


Loremasters are TL3 insect men. Their racial memory gives them 
knowledge of their own History and Theology at IQ (4 each), and Area Knowledge 
of their homeland at the same level (1). They also have a +5 bonus to IQ (60), 
and are Literate (10). Furthermore, a loremaster can learn new skills by mere 
introspection, up to level 20, without paying double cost. Treat this as a 
minor patron, always available (30). Since their racial memory goes back to 
TLO, this costs another 6 points, for a grand total of 115 points. In the 
primordial mists, loremasters were a communal intelligence; their racial 
memory is really an ability to tap the communal mind. These abilities 
evaporate 100 miles from their homeland (-20%), for a final cost of 92 
points. 

Loremasters have 4 arms, two with ST-1 (-10 x 50%) and an upper pair 
with ST-3 (-20 x 50%). The weaker arms are smaller (reach 0, 10 points), but 
they have Manual Dexterity +2 (20 x 80%). They also have antennae with 
Sensitive Touch (10), a thin carapace with DR 1 (5), and Secret Communication 
(20). They are Mute (-25) and communicate with other races only in writing. 
They are also Selfless (-10, from Uplift) and Compulsively Curious (-5), but 
Stubborn (-5) because they are sure that theirs is the greatest knowledge. 
They have another Compulsive Behavior (-5) as well: Every day, a loremaster 
spends an hour in meditation, donating his day's memories for posterity. 
Finally, Loremasters tend to make jokes which require a broad base of 


knowledge to appreciate (-1). The total cost to play a Loremaster is 87 
points, a bit steep for a non-cinematic campaign. 

Note that an individual loremaster can buy off the -20% Limitation 
from his Literacy advantage. Points spent on skills with communal knowledge 
as a "teacher" are likewise not lost when out of the homeland. 


SAMPLE MINDSHARE RACE: AAnts 


The members of this hive are ant-like, call them AAnts. Drones have a 
centauroid posture. Although they do not see well, their antennae are very 
sensitive. Worker drones are compact but sturdy, with a thin carapace. They 
gather the fungus which is the principle food source of the hive. Overseer 
drones are like worker drones, but taller and gracile. They direct the 
workers in the mundane tasks of harvest, excavation, and food distribution, 
and they are the only drones through whom the queen can communicate with 
other races. Warrior drones are large and powerful, with a thick carapace. 
Their arms end in serrated blades rather than fine manipulators. The queen is 
bloated, with vestigial limbs and senses. In her youth, she was slim and 
bewinged and mated with the mindless males in an airborne dance. The 
fertilized queen falls back to earth a few miles from her birth-hive, digs a 
shallow hole, lays her first eggs, and never moves again under her own power. 

Should you wish to introduce this race to your campaign, your players 
should note that one or two of the large insects they encounter suddenly 
start acting alert when they approach, although the rest do not react. If the 
party seems peaceful, a gracile Overseer will approach and clearly gesture: 
"Leave!" Otherwise, workers will engage; the queen will not risk overseers in 
combat. Either way, Warriors will arrive shortly to escort the party out of 
range | of tze hive, forcefully if necessAr —PVVE< &” e DÁ.. 
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base cost to play a queen is 90, but the PC will also have buy drones for the 
hive and, eventually, extra levef; of coordination with which to use them. 


Worker Drone 

ST 9 (-10), DX 10, IQ 5 (-40), HT 10/7 (-15), 4 Legs (5), Clinging 
(30), DR 1 (5), High Pain Threshold (20, house rule), PD 1 (5, house rule), 
Secret Communication (20), Sensitive Touch (10), Bad Sight (-25), Mute (-25), 
and one mental/easy professional skill known to the queen (typically Dig 
Tunnels, Harvest Fungus, or Tend Larvae) at IQ+5 (10), or whatever level the 
queen knows it at, if lower. The total value of a worker drone is less than 0 
points, so the hive PC can have as many as he needs. 


Overseer Drone 

ST 9 (-10), DX 10, IQ 8 (-15), HT 10, 4 Legs (5), Clingif¢!(30), DR 1 
(5), High Pain Threshold (20, house rule), PD 1 (5, house rule), Secret 
Communication (20), Sensitive Touch (10), Bad Sight (-25), Skinny (-5), and 
Administration at IQ+4 (10), specializing in one of the tasks which workers 
perfghl. The base value of an overseer is 50 points, so each one costs 5 
points for the hive PC. 


Warrior Drone ? 
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©Hř(10), Inconvenient Size (-10; large), Mute (-25), No Fine Manipulators (- 
30), 
Brawling at DX+3 (8), and Running at HT-1 (1). Warrior drones do not have the 
Bad Sight disadvantage, not because they see well but because their 
sensitivity to vibrations negates the -2 combat penalty they would otherwise 
suffer. The total value of a warrior drone is 170 points! The hive PC must 
pay 17 apiece, less 30% for Limited Range. 


Sample Hive Character 


Shee Laa is a young queen, with only a handful of drones. Humans 
would find her hideous, but none have seen her. Shee Laa is a 100 point 
character suitable for use as a PC. The player might wish to add some more 
disadvantages and quirks, up to -45 plus the -25 for being an AAnt Queen; I'm 
not feeling that creative. 


Attributes: 20 


O ST NA 
© DX NA 
20 IQ 12 
0O HT 13 


Advantages: 121 
90 AAnt Queen 
31 2 overseer drones (5 each) and 2 warrior drones (17 each) 
-30% Limited Range - 1 mile 
Disadvantages: -40 
-10 Bad Temper 
-15 Greed 
-10 Impulsive 
-5 Intolerance of Mammals 
Quirks: -5 
-1 Likes to make her drones do backflips 
-1 Never "recycles" drones (i.e., never eats the dead ones) 
-3 TBA 
Skills: 4 
1 Acrobatics P/H DX-2 
1 Dig Tunnels M/E IQ 
1 Harvest Fungus M/E IQ 
1 Tend Larvae M/E IQ 


Sample Drone Character 


#5 is an especially gifted overseer drone of the same species as Shee 
Laa: It knows how to "administrate" warriors in battle and how to defend 
itself. #5's queen has IQ 13, Intuition, Megalomania, and 20 points in 
skills, and she knows of #5's talents, so she is especially likely to heed 
its signal for attention; i.e., on 14 or less. Unfortunately, when left to 
its own devices, #5 often attempts snap decisions which really call for 
thoughtfull analysis by the sentient queen. #5's Rank, Duty, and Stigma 


affect its cost as a PC, but would not affect the cost of a drone to its 
hive, for the hive player is free to organize himself however he wishes. #5 
is a 100-point character. 

Note that #5 does not have a Slave Mentality; it's not smart enough. 
It follows its instinctive programming (not orders), more-or-less, when not 
in contact with its queen. When in contact, it of course acts like the 
megalomaniac she is. 


Attributes: 30 


0 ST 9 
20 DX 12 
10 IQ 9 

O HT 10 


Advantages: 95 
50 AAnt Overseer Drone 
15 Combat Reflexes 
25 IQ 13 (+40), Intuition (15), Megalomania (-25), and skills (20) 
-20% Unreliable (access on 14 or less) 
-30% Limited Range: 1 mile 
5 Rank 1: Oversees warriors 
Disadvantages: -40 
-15 Duty to queen, on 15 or less 
-10 Social Stigma: Valuable Property 
-10 Overconfidence 
-5 Stubbornness 


Quirks: -5 
-5 TBA 
Skills: 20 


4 Brawling P/E DX+2 (-2 for Bad Sight) 

1 Running P/H HT-2 

1 Area Knowledge (1 mile from hive) M/E IQ 
2 Leadership M/A IQ 

12 Tactics M/H IQ+4 


SAMPLE DECENTRALIZED INTELLIGENCE: Nanots 


This type of hive is the most complicated and versatile, as I'll 
attempt to demonstrate here with just two types of drones. These tiny 
critters come in two flavors, red and blue. They are in fact different 
species living as symbiotes. The blue nanots are the brains, and the red 
nanots are the brawn. 

Nanot hives typically take humanoid forms and copy human technology, 
for they have observed that humans are successful as a species. Among 
themselves, they see no reason to duplicate the human head, although they 
will extrude one if it makes human traders more comfortable. In fact, a nanot 
tribe could extrude extra limbs, but it cannot normally control more than 
two. A large nanot swarme with plenty of blues can split itself into multiple 
human-sized entities and appear to be a village. 


Red Nanots 

ST 1 (-80), DX 10, IQ 1 (-80), HT 13/1 (-30), Alertness +2 (10), 
Immunity to Poison (15), Immunity to Radiation (10, house rule), Microvision 
x8 (12), Night Vision (10), Polarized Eyes (5), Ultrasonic Hearing (10), 
Inconenient Size (-15; small), Mute (-25), Reduced Move (Running) -4 (-20). 
This comes to a whopping total of -153 points, but the minimum cost to the 
whole is still 0. (These drones could easily afford more advantages, but that 
would raise the base cost of the hive, as well.) Each red nanot contributes 
.5 points to purchase ST and other advantages for the whole hive, with a 
base cost of 1, -40% Touch Only limitation and the usual -30% limitation for 
all decentralized consciousnesses. 


Note: It would be possible to give red nanots 100 points' worth of 
Super powers and not change their point cost the the hive player at all! 
Clearly, these rules have potential for abuse above normal racial design 
rules. That's okay. Race design is the exclusive domain of the GM, and it's 
his job to carefully and intelligently conceptualize any new race in his 
campaign. Red nanots look like tiny magenta starfish. 


Blue Nanots 

IQ 2 (-70), HT 13/1, Immunity to Poison (15), Immunity to Radiation 
(10), Inconvenient Size (-15), Mute (-25). Blue nanots have no senses except 
that which binds them into a hive, and they cannot move under their own 
power. Hence, they too have a cost of 0. Each blue nanot contributes 2 points 
to hive IQ and other advantages, for a cost of 4, less 25% for a Limited 
Range of 10 miles. Blue nanots are redundant, a 10% enhancement which reduces 
the usual limitation to -20%. Blue nanots look like large blueberries. 


A nanot community has a base cost of -78 points, counting starting 
attributes, all advantages available to *either* blue or red nanots, but only 
those advantages applicable to both. In this case, count the Reduced Move of 
red nanots, because blue nanots can't move at all, a disadvantage which 
encompasses that of their symbiotes. Mute doesn't count, because the hive 
mind is telepathic. Having two different types of drones costs 5 points. 

At least 60% of all points contributed by blue nanots must be applied 
toward IQ, at least 20% must be applied toward telepathy power, and at least 
10% must be applied toaward skills. The rest may be spent at discretion on 
more of the same, or on mental advantages (including Full Coordination). Blue 
points may not be spent on physical advantages, except to buying off 
Inconvenient Size, or to buying Peripheral Vision or 360 vision, which are 
mental advantages for a nanot swarm - the data is there; the trick is 
learning to keep up with it. At least 50% of all points contributed by red 
nanots must be applied to ST. The rest may be applied toward anything except 
mental advantages or IQ. Points for mental disadvantages or quirks may only 
be used for skills, mental advantages, or IQ, and points for physical 
disadvantages may be used for skills or physical advantages. 

The ability to shape and control extra limbs counts as a physical 
advantage, or at least something that red nanots can learn but blues cannot. 
Every extra limb purchased as an arm may be shaped as a leg or striker 
instead; every limb purchased as a striker may also be shaped as a leg. For 
example, a typical nanot hive normally chooses a head-less humanoid form, but 
it could just as easily be a small headless horse. 

If a nanot swarm has Full Coordination, it can split into smaller 
swarms. The blue nanots stay in contact even when these subswarms are up to 
10 miles away, and they continue to contribute to each. 

For everey 100 members in a swarm, buy off 1 level of Reduced Move. 
For every 400 additional members after Move is normal, buy a level of 
Enhanced Speed. For a swarm of 300 or more, buy off Inconvenient Size. 


Sample Decentralized Character 
Bunchabugs 


This nanot hive is composed of the survivors of several others, after 
a flood drowned most of the nanots in an entire river valley. The members are 
not accustomed to being a single hive yet, and hence Bunchabugs is subject to 
seizures, disintigrating into his constituent parts. It also retains a fear 
of water, which drove him from the river which had been his home. 

Bunchabugs wields two shortswords and carries two shields in his 
pack. It may split into two smaller groups, each wielding one shortsword and 
a shield. Crushing damage is doubled against nanot swarms, but impaling 
damage receives no modifier. 


For a cinematic character worth 200 points, we have 278 to work with. 
Every 10 red nanots cost us 3 points, and every 5 blue nanots cost 11. We'll 
use 80 blues and 340 reds, a number arrived at by trial and error. Remember, 
each blue nanot is actually worth 2 points before its limited range is 
considered, and each red is worth .5, so we've really got 330 points to work 
with, plus 45 if we take the full compliment of disadvantages and quirks. 

I chose to make Bunchabugs a high value character in order to 
demonstrate a hive which can split into two functional subswarms. You could 
play an enjoyable 100-point nanot character, but you probably wouldn't be 
able to start with Full Coordination. 


Blue Attributes: 90 

90 IQ 12 (from 2) 
Blue Advantages: 90 

50 Full Coordination 

40 Telepathy 8 
Mental Disadvantages: -40 


-30 "Epilepsy" (This is a mental problem for Bunchabugs) 
-10 Thalassophobia 
Quirks: -5 
-1 Can't get the knack of human locomotion; bends backward at the knee 
-1 Refuses to eat blueberries 
-3 TBA 


Blue Skills: 25 
9 Combat Skills 
8 Shortsword P/A DX+2 
1 Shield P/E DX 
4 Outdoor Skills 
1 Climbing P/A DX-1 
1 Naturalist M/H IQ-2 
1 Survival (prairie) M/A IQ-1 
1 Tracking M/A IQ-1 (+2) 
1 Social Skills 
1 Area Knowledge (home) M/E IQ 
9 Telepathy Skills 
1 Suggest M/H IQ-2 
4 Telereceive M/H IQ 
4 Telesend M/H IQ 
2 Thief/Spy Skills 
1 Camouflage M/E IQ 
1 Stealth P/A DX-1 
Blue Total: 160 points 


Red Attributes: 135 
90 ST 11 (from 1) 
45 DX 14 (from 10) 
Red Advantages: 35 
15 Bought off Inconvenient Size 
20 Bought off Reduced Move -4 
Physical Disadvantages: 0 
Red Skills: 0 
Red Total: 170 points 


Subswarm 


When splitting into two smaller entities, bunchabugs retains all 
points from his blue nanots as long as his two selves remain within 10 miles 
of each other. The points it receives from his red nanots are split between 
the two in whatever proportion it desires. 


Red Attributes: 75 
65 ST 8 (from 1) 
10 DX 11 (from 10) 
Red Advantages: 10 
10 Bought off Reduced Move -2 
Physical Disadvantages: 0 
Red Skills: 0 


Bunchabugs could have bought some skills with red points, but they'd 
be reduced when he split. Also, any skill points in red nanots are lost when 
the nanot dies, but blue nanots are redundant. 

Overall, Bunchabugs is equivalent to a 250-pt. human/super, but with 
a nasty hangup: Hit point damage reduces his character value. 


[From ] Jeff [MSG 12 OF 12] 
[To ] All 

[Date ] Wed 21 Apr 93 5:23 

[Subject ] Oops 


Bunchabugs shouldn't be able to transfer points from DX to ST when he splits 
up. The small versions should have DX 12 instead of 11 and ST 6 instead of 9, 
with 2.5 leftover character points committed to DX. In light of this, its 
combat skill should be fencing or knife, something without a minimum ST. 


-GEF 
[From ] Skiltair [MSG 15 OF 15] 
[To ] All 


[Date ] Sun 2 May 93 19:59 
[Subject ] the beast with two heads,left 


Jeff MSG 10 Mindshare. 

(See my post on the Psi board to Diomedes on Paracog, I left a note 
in it for you. You'll need to read the post to understand the note.) 

"had some bugs in it..." You're a funny guy. 

Wonderful stuff, I love it! As a free-willed single-bodied sentient 
I find many of the ideas alien and unsettling, so I would say you did a 
perfect job of conveying the sheer DIFFERENCE of communal life. To get 
inside the Phys & Psych of such a radically different type of life & 
then explain it in English is quite impressive. Bravo! 

I've just about done it all & am quite jaded. I could fill a post 
with frighteningly original (say it, freakin' weird!) characters that I 
have played & whole Alien cultures (in brain-searing detail) that have 
leapt fully-formed from my beetle-less brow, but suffice to say, I'm no 
stranger to the strangled sounds of annoyed GM's. You've opened up new 
vistas of role-playing weirdness for me to explore. I am studying your 
rules to Uplift ants. I can picture a sentient queen about rat-sized 
w/ a bunch (12+) of workers of mouse-size that do her work-orders. The 
Ist & 3rd Options of your Mindshare Advantage seem to fit my needs. I 
would like to avoid Psi if possible, but who knows... Neo-Ants would 
be great on a spaceship, scuttling about in their own little walk-tubes 
(wouldn't want to trample any clients to death) & fixing / maintaining 
multiple systems simultaneously across the ship in places where larger 
sentients couldn't reach without extensive delays. Best of all, the 
Eatees didn't declare Ants fallow! Of course, I'd never have had any 
clue where to start w/out your Mindshare rules. Thanks! 

Some specific thoughts (BEM's is used for brevity); 

IM(not-so-humble)0O, access to the memories of skads of BEM ancestors 
would give a lot more than a RSB to History: BEMs & Area Knowledge: Hive 


Area. So I have a couple of options to present... 

A Collective Memory advantage that costs 100-250 CP & allows the 
BEM to access ANY skills that the Collective knows at the 1 CP level 
(which may tend to bar skills with lots of M/H prereqs at 15 or so from 
BEMs' w/ less than 17 or so IQ!). The limitation to personal IQ is for 
balance, assume that an IQ: 9 BEM couldn't make heads or tails of BEM- 
Einstein's memories, whilst an IQ: 18 BEM would do fine. The cost would 
vary w/ TL, limitations, what skills the Collective DOES know anyway & 
other stuff I haven't thought of yet. 

A Racial Skill Access advantage that allows the individual to access 
any skills known to the collective, but only up to a certain CP limit 
at one time. The cost would (for example) be 5x the CP cost of Racial 
Skills accessible; allowing a BEM w/ 10 CP of this RSA advantage to 
call up 2 CP worth of skills known to its' ancestors at any time. Base 
cost off of TL; 2 CP / CP of Racial Skill Access at TL: 0, 3 CP / CP at 
TL's: 1-3, 4 CP / CP at TL's: 4-6, 5 CP / CP at TL's: 7-9, 6 CP / CP at 
TL's: 10-12, 7 CP / CP at TL's: 13-15 & 8 CP / CP at TL's: 16+. 

An IQ roll may be required, and if critically failed, the ancestor 
whose skills are being used may ~possess' the BEM! If failed normally 
then the BEM cannot try again without a Repeat Attempt, as / Psionics. 

Various delays, range limits, rituals required, unrelabilities (only 
skills of those alive CURRENTLY being accessible would make for a good 
justification for this, or sunspot activity...), etc may limit the cost 
appropriately. Any skill w/ prereqs requires the BEM to know the skill 
at the required level or have enough CP invested in the advantage to 
`buy' the prereqs at the required levels from the “Memory Bank' first. 

How about a disad for races that ‘“update' a global consciousness on 
each day/week/whatever; No Long-Term Memory. An individual of one of 
these races has saved a lot on their brain-power by downloading ALL of 
their experiences to the global consciousness and then ERASING it! In 
nature they would travel in small intimate groups, trusting in their 
comrades to ‘remind' them of overall goals after the download. To stop 
themselves from being tricked, they may enter the download cycle only 
once a pincer is securely locked onto one of their trusted comrades & 
they know instictively to trust the first person they feel when they 
awaken. This would be a major disad! A more reasonable version would 
make the mind-wipe incomplete, allowing the BEM an IQ roll to see if a 
particular memory fragment remains. In a solo adventure, one of these 
BEM's could awaken after a download/erase to find that the BEM it has 
a traditional death-grip on is actually dead (and thus in no condition 
to tell its' buddy why they're here, or where here is, or anything!). 
Presumably, skills would remain (or they could be able to access skills 
as above!). An Amnesiac race, how bizarre. If they only update/erase 
every year/decade/etc, the race may think of each phase as a whole new 
person in legal & cultural terms! 

Both of these Hive-Mind Skill Advantages need more thought. Should 
they be limited to Mental skills? Should costs double if Psi/Magic/ 
Super skills are to be transferable? What if such a skill is ‘normal' 
for the race (as in the case of a Mute Telepathic race)? Would BEMs' 
keep Human prisoners awake w/ drugs indefinitely, thinking that they'll 
report to their Hive Mind for reinforcements if allowed to trance out? 
Comment is invited. Why, BTW, is this on the Character Exchange? This 
seems pretty un-Character-istic, if you ask me (which you didn't...). 


Ian Turner, 
"Anything but Human!" 


Copyright (c) 1996 by Michael Smith <msmith@mfi. com> 


A while ago I did a conversion from Leading Edge's ALIENS game to 
GURPS for a friend who was doing an ALIENS game. I came up with the 
following statistics for the ALIENS: 


Aliens: 


Chestburster 
ST +2 
DX +4 
IQ -5 
HT +2 


Advantages: as Warrior but DR 6 instead, Flexibility 
Disadvantages: No Fine Manipulators 


Warrior & Sentry 
ST +11 
DX +6 
IQ -4 
HT +5 


Advantages: 

Claws, Striker (Tail), Striker (Inner Jaw), Regeneration: Regular*, 
Recovery*, Hard to Kill +6, PD 3, DR 8, Clinging, Venom 
(Paralytic-Tail Stinger), Venom (Corrosive-Only when hit by Cutting, 
Impaling, or Bullet attacks), Infravision, Alertness +6, 3d Spatial 
Sense, Doesn't Breath*, Doesn't Sleep*, Doesn't Eat or Drink*, Vacuum 
Support, Temperature Tolerance, Webbing*, Discriminatory Smell, 
Penetrating Call, Pressure Support, Combat Reflexes, Increased Speed 
x2, Secret Communication, Racial Memory (Host), Silence +4, 

Full Coordination, Extra Reach: 1 Hex 


*Notes: Aliens are capable of surviving without the listed amenities 
(air, sleep, food) but cannot operate at top efficiency without them. 
Regeneration, Recovery, Webbing, and reproduction all require food, 
downtime, and some sort of excitable atmosphere. Without 

air, an Alien can produce its own reactive gasses, but this requires 
an extra expenditure of energy. Without a source of energy, the Alien 
will eventually lapse into a comatose state. 


Disadvantages: 
No Body Heat, Vulnerability: EMP, Vulnerability: Fire, Weakness: Pines 
In Captivity (3-4 weeks until dead) 


Racial Skills: 
Stealth@l4 (+2 when in their lairs), Tracking@l4, Camouflage@14 
(When in lairs) 


Acid Spray Notes: 
Acid spray depends on actual damage done on a SINGLE attack 
Less than HT: close spray only (same hex) 
Greater than HT: 1 Hex spray. 
Greater than 2X HT: 2 Hex spray 
Greater than 3X HT: 3 Hex spray 
Greater than 4X HT: 4 Hex spray 
And so on. Note that the multiplier is calculated BEFORE damage 
multipliers due to Brain or Critical Head hits, but AFTER for hits to 
Vitals. 


Queens 

ST +11-20 
DX +6-2 
IQ -4-2 
HT +8-90 


Advantages: 
Extra Limbs (x2 arms), Extra Reach: 2 Hexes, Penetrating Call, 
Queens generally do not have the Silence +4 racial advantage. 


Disadvantages: 
Inconvenient Size: Large 
KZINTI - based on Larry Niven's "Known Space" stories 100 points 


by Rex Stardust 


I'll assume you know the background. If not, look them up in 

Chaosium's Ringworld (Explorer book); or read Niven's Ringworld, Ringworld 
Engineers, and The Man-Kzin Wars (recently released) for background et. al... 
Ads, Disads: Kzin characters get tripled ST, +2 to DX, and a base HT 

of 10/18. Their thick pelt protects for PD 1/DR 1. They have the advantages of 
Night Vision, Acute Hearing (+2) and Combat Reflexes (those that don't won't 
make it past adolescense). They have the disadvantages of Bloodlust, Gigantism 
and Bad Temper (no, kzinti don't often have Berzerk. It only *seems* that way 
to other races...). Optional and common (dis)ads include Megalomania (''Now I 
can conquer the universe, as is my right!''), Bully, Impulsiveness, 
Overconfidence, missing arm/leg/etc. (few kzinti, however, are too proud to 
wear prosthetics), Strong Will, and Danger Sense. Addictions are looked on as 
a supreme shame, and the addict will often avoid other kzinti, and reside in 
human space. Kzinti claws are treated as daggers, and they can bite a grappled 
foe (P/E skill) for cutting damage appropriate to their ST (see page B136). 
All Kzinti have the Hero's Tongue as their natural language, and must 

pay to speak human languages (M/H, since their mouths are not really built for 
it). In addition, they will all have numerous battle-related skills, both 
personal and shipboard. 

There are only four Kzinti social levels, and each level above the 

first costs 10 points. Status affects reaction rolls much like Reputation, at 
least among other kzinti. 

Level 1 (default, no bonus): The Kzin's name is styled to his 

profession: Speaker to Animals, Alien Technologies Officer, Engineer. Usually 
of non-noble birth; probably hasn't done anything particularly heroic... 

Level 2 (10 pts, +1 reaction): The kzin, either through noble 

parentage or notable deeds, has earned a partial name: Chuft-Captain, 
Tzak-Navigator, Chjarrl-Interrogator, Kdapt-Preacher. Usually of comfortable 
wealth. 

Level 3 (20 pts, +3 reaction): The kzin has earned a Name through 

heroic actions. : Chmee, Hraoulr, Kfreeou, Ftanss, or anything else resembling 
a cat's sneeze. May be Filthy Rich. In wartime, he may even own his own 
battlecruiser. 

Level 4 (30 pts, +5 reaction): Royalty; a member in good standing of 

the Kzin Patriarchy. Usually will have the suffix -Rrit attached to their 
name. Usually unavailable to PCs. 

Lower status than 0 is possible; criminals, fallen nobility (if they 
survived...), telepaths and so on will be of negative status; paid for at -5 
points per level, with the resulting -1 modifier per level. It is strongly 
advised that no kzin PC start with better than a partial-name. Names should be 
earned in play by heroic deeds. 


From: lesimons@cris.com (Lowell Simons) 


Subject: Baaadest Aliens (Balorn) 


Obligatory Copyright notice: 
The following information about the Balorn is copyright 1997 by Edward 


Simons. Feel free to use it, don't claim you wrote it. 
Balorn Opts 
Stats 
STR+2 20pts 
Fatigue +3 Opts 
IN+1 10pts 
Advantages 
DR1 3pts 
Hyper Reflexes 15pts 
Hyper Strength (30) 21pts (Emergencies Only -30%) 
Imperturbable 10pts 
Penetrating Call 5pts 
Slow Regeneration 10pts 
Short Spines 5pts 
Skills 
Survival Desert at IQ 2pts. 
Tactics at IQ-1 2pts 
Disadvantages 
Bloodlust -10pts 
Chummy -5pts 
Clueless -10pts 
Code of Honor -15pts The Code of Tarral 
Sacrifice anything but honor for the Balorn. 
The price of incompetence is death. 
Respect those Balorn of higher status. 
Demand respect from your inferiors. 
Insults among equals must be settled by a duel. 
Never duel during war. 
Never show fear. 
Take care of your own. 
Death is the ultimate mercy. 
The whole Clan is guilty for the actions of one. 
Theft, murder, or cowardice is punished by death. 
Honesty -10pts 
Inconvenient Size -10pts 
Increased Life Support -10pts 
Low Empathy -15pts 
Overconfident -10pts 
Selfish -5pts 
Ugly -10pts 
Quirks 
Keep their word -lpt 
Eat the flesh of honored dead -1pt. 
The Balorn are slender nine foot tall mammalian humanoids. They 


are covered with brick red leathery skin and have deeply recessed black 


eyes. 


They are covered with short spines. Their heads are shaped vaguely 


like a hairless cow's head. 
They come from a harsh dry world. Most of the terrain is canyons, 


buttes and arroyos where their skin color blended in with the terrain. 

The Balorn were small local prey creatures, and most of their 
physical advantages developed to protect them from the larger predators 
»which resembled mammalian dinosaurs. The spines made them indigestible to 
many species, the brief bursts of strength helped them escape, and they 
even learned to imitate the horrid screams of the largest predators to 
scare away the less Large ones. 

It wasn't enough, even sentience wasn't enough for survival. Until 
a legendary leader arose. Tarral formed the first clan and showed the 
others that by cooperation and teamwork they could kill even the largest 
creatures. 

The Code of Tarral bound these individualistic sentients together. 
Anyone who doubts the existence of Tarral or fails to follow his code is 
considered insane and exterminated. 

By the time the Balorn reached out into space they were a unified 
monarchy with their emperor a direct descendant of Tarral. In spite of 
this, it's leadership is based on merit. Day to day life is very 
militaristic, but fulfills the ideals of communism. Each produces what he 
can and takes only what he needs. 

But at the core, each desires to advance in status and 
responsibility. An elaborate system of ritual challenges has developed, 
both mental and physical, as a method of promotion or demotion. 


So how are they a threat? Let me illustrate. Twenty years ago, a 
human merchant from the Arcadia colony sold defective laser rifles to a 
nearby Balorn colony. By their laws, this was both theft and murder. 
(Attempted murder is murder to the Balorn way of thinking, and a selling a 
defective weapon is an attempt to kill it's wielder.) 

The planetary government of Arcadia refused to turn over the 
merchant for execution or to pay for the things he had sold. To the Balorn 
this meant that entire clan of humans was guilty. They killed every single 
human on Arcadia, publicly announced their actions and reasons, and left 
after requesting the humans send a more honorable clan to occupy Arcadia. 

Interstellar war was narrowly averted after it was realized that 
war with the Balorn over this incident would be to the extinction for at 
least one of the races. 

Lawyers for relatives of the dead colonists tried to collect 
damages. They were received politely till they explained they represented 
the people of Arcadia. Then they were executed. 

One body was never found. Clarice Castellanos had been a seventeen 
year old cadet in the Arcadian militia, but she survived for nearly a month 
in the forests of Arcadia and her hit and run tactics resulted in the 
deaths of nearly two dozen Balorn. The commander of the unit that killed 
her was executed for incompetence. 


Yes, merchants and conmen can cheat this warrior race, if they 
don't mind acquiring the entire race as an enemy. As Mao put it, "All 
political power comes out of the barrel of a gun. 


)))))))))))))))))))))))))))))))))))))))))))))))))))))))))))))) 
) Ed Simons ) "Spaceman Spiff sets his ) 
) @lesimons@cris.com ) mertilizer on deep fat fry! ) 
)))))))))))))))))))))))))))))))))))))))))))))))))))))))))))))) 
))))))))))))))))))))))))))))))))))))))))))))))))))))))))))))))) 
) Ed Simons ) "I don't suffer from insanity ) 
) @lesimons@cris.com ) I enjoy every minute of it.! ) 
))))))))))))))))))))))))))))))))))))))))))))))))))))))))))))))) 


The Swearword (Abominio) 


ST :40 PD/DR :2/6 Size :4 

DX :8 Move/Dodge :3/0 Weight :2-5 ton 
IQ :30 DMG :Spcl. Habitat :Hell 

HT :15/50 Reach :C Fear :-6 
Appearance: 


The S. is a demon, a shapeless mass of purple flesh, eyes and fanged jaws 
with numerous stretching arms, completely covered by a viscid slaver (treat as 
contact venom type D, 2d DMG) it also leaves on its trail. It height varies 
from 4 to 8 yards. 


Combat: 

Once evoked, the S. has jut one single aim: to desecrate the nearest holy 
ground (which it will perfectly know the location of), fighting against any 
Opponent on the way. It's totally immune to holy water and holy symbol. 

The S. can attack in different ways: with bites or scratches from its talons 
(both DMGs based on ST, cut), with any melee weapon stolen from its foes (they 
can be used at the same level of the foe who owned them), with its slaver 
(sprayed in 10 yards esa up to once every 10 sec, basic ability 10), by 
trampling or with magic (2d6 spells at level 21-30, usually including "Animate 
zombies/ dead", to raise its victims). 

The number of limbs may vary: 4-32 arms, 4-12 mouths and 8-240 eyes. 

The S. can see in the darkness as it were day and has "360 degrees" 
vision. 

The S. can only be harmed through magic and holy or blessed weapons. 

The S. can automatically kill any creature or vegetable with standard HT 
less then 6 or standard PF less then 4 in a radius of 8 esa. 

The level of Magic Resistance of the S. equals the level of Magery of the 
attacker. 


Habitat: 
The S. lives in the Hell dimension. 


Ecology: 
The only aim of a S. in the mundane plane is the desecration of anything 
holy. 


Language: 
None. 


Related Magic: 
None, but its slaver can be used as a powerful venom, slowly decaying 
(after 2d6 weeks, even if left exposed to open air). 


KLINGON: +2 ST, +2 HT, +1 HP. DR 1, +1 DR on skull (2 points), Combat 
Reflexes, Bad Temper, Rep (-10 points), Unattractive, Odious Racial Habits: 
Eating habits, etc. (-10 points), Intolerance. 35 points. 


ROMULAN: -2 ST, Increased ST, +1 IQ, +2 HT. +2 Hearing, Combat Reflexes, High 
Pain Threshhold, Night Vision, Fanaticism, Reputation (-5 points). 84 points. 


VULCAN: -2 ST, Increased ST, +3 IQ, +2 HT. +2 Hearing, Eidetic Memory (60 
points), Math ability, Lightning Calculator, High Pain Threshhold, Absolute 
Timing, 3D Spatial Sense, Telepathy 1, Healing 1, Night Vision, No sense of 
Humor, Odious Racial Habit: Emotionless, Pacifism (Self-defense/Very reluctant 
to kill) (-25 points), Truthfulness, Pon Farr (Having to swim upstream to 


spawn: -10 points). Quirk: Eyebrow lifting. The “neck pinch" is a racial P/H 
skill at DX. The Vulcan must first Grab the neck, then there is an immediate 
contest of skill vs. HT. The victim is unconscious for one minute per point 
the contest was lost by. Rigid armor protects completely, flexible armor adds 
half its DR as a bonus to HT. 155 points. 


It can be argued that Vulcans and Romulans have Nictating Membrane (from the 
episode Operation:Annihilate! - first season, original series. Also known as 
the "fried egg episode"). However, I decided against including it. Star Trek 
was not terribly consistent... 


The Swearword (Abominio) 


ST :40 PD/DR :2/6 Size 74 

DX 8 Move/Dodge_ :3/0 Weight :2-5 ton 
IQ 730 DMG :Spcl. Habitat :Hell 

HT 715/50 Reach :C Fear :-6 
Appearance: 


The S. is a demon, a shapeless mass of purple flesh, eyes and fanged jaws 
with numerous stretching arms, completely covered by a viscid slaver (treat as 
contact venom type D, 2d DMG) it also leaves on its trail. It height varies 
from 4 to 8 yards. 


Combat: 

Once evoked, the S. has jut one single aim: to desecrate the nearest holy 
ground (which it will perfectly know the location of), fighting against any 
Opponent on the way. It's totally immune to holy water and holy symbol. 

The S. can attack in different ways: with bites or scratches from its talons 
(both DMGs based on ST, cut), with any melee weapon stolen from its foes (they 
can be used at the same level of the foe who owned them), with its slaver 
(sprayed in 10 yards esa up to once every 10 sec, basic ability 10), by 
trampling or with magic (2d6 spells at level 21-30, usually including "Animate 
zombies/ dead", to raise its victims). 

The number of limbs may vary: 4-32 arms, 4-12 mouths and 8-240 eyes. 

The S. can see in the darkness as it were day and has "360 degrees" 
vision. 

The S. can only be harmed through magic and holy or blessed weapons. 

The S. can automatically kill any creature or vegetable with standard HT 
less then 6 or standard PF less then 4 in a radius of 8 esa. 

The level of Magic Resistance of the S. equals the level of Magery of the 
attacker. 


Habitat: 
The S. lives in the Hell dimension. 


Ecology: 
The only aim of a S. in the mundane plane is the desecration of anything 
holy. 


Language: 
None. 


Related Magic: 


None, but its slaver can be used as a powerful venom, slowly decaying 
(after 2d6 weeks, even if left exposed to open air). 


Copyright (c) 1996 by Jeffery Keown <jmk@iquest.net> 


Ogre Lion (Takka-Jhunizi) 
ST: 27-32 Move/Dodge: 12/9 Size: 4 


DX: 15 PD/DR: 1/4 Weight: 900 lb. 
IQ: 5 Damage: 2d+2cut# Origin: SF 
HT: 16/ Reach: C,1 Habitats: P 


(26-31 hit points) 


Ogre Lions resemble..um..Ogres. They have four legs however, and large 
bushy manes. Their tails are capped with a mace-like spiked orb, in 
addition they possess huge claws. Their coloration ranges from dull 
browns through yellow to white in winter months. 

They have 2 forms of attack. The first is ordinary claws, teeth and 
tails. They do 2d+2 cutting with their teeth, and 3d+2 with their 
claws. Also the mace-like tail can be used to swing at opponents in 
side or rear hexes for 2d+4 . Treat the Ogre Lion as having one level 
of Full Coordination (see GURPS Compendium I, pg 56) for these 
attacks. 

The other attacks are more subtle and possibly more troubling. They 
are Mana Dampers (see GURPS Compendium I, pg 40), capable of draining 
away 2 levels of Mana in a 10 hex radius. If that is insufficient to 
protect themselves from incoming wizards, they can cast counterspells 
to any spell targeted at them. They can detect magic at ranges up to 
500 yards on a roll of 12 or less. 

Consider them to be very clever animals, despite their low IQ, they 
possess a Craftiness of 12 (GURPS Bestiary pg 65). 

The citizens of Phug have had 3 Ogre Lions within their walls in the 
past year. This has lead to the widely used “Damn Beasts” as an 
alternate name for them. More creative names exist. 

Rumor has it that some Dharzooni wizard is killing off mages and 
reawaking them as Ogre Lions. 


AA Episiarchs (A-Episiarchs, ab-Tandu, ab-N8ght) 


Moderate Galactics wonder how even the Tandu were allowed to create a race 

as perverse as the Episiarchs. The creatures evolved from small, unpresuming 
carrion scavengers who used their powers to survive in a viciously competitive 
home environment. The Tandu increased the creatures' ego to the point of 
insanity, and amplified their ~*luck'' powers to the point where the 
Episiarchs could twist reality. 


Episiarchs are dangerous but pitiful creatures. To them, the universe is a 
maddening parade of surreal props and sets designed to enrage them. The vast 
majority of them live near-solitary existences on heavily guarded and 
regulated colonies. Without Tandu-provided automated factories and robot 
attendents, Episiarch societies rarely evolve beyond the subsistence 
agriculture and handicrafts level (TL 1). (One Episiarch colony, left to 
itself as an experiment, blasted itself out of existence when its inhabitants 
started using their ``magic.'') Each year, the Tandu cull especially adept 
individuals from the population and ship them to indoctrination centers. After 
neural taps and pain/pleasure stimulators are implanted in their brains, the 
recruits' egos and will power are augmented through drugs and conditioning. 
Further training hones their ability to manipulate the ``illusions'' around 
them. Even after all this training, the creatures have to be handled 
carefully. Their keepers have to lead them around on a leash, and off-duty 
Episiarchs are kept in shielded chambers where they can alter erzats realities 
to their heart's content. Trained Episiarchs live in an almost perpetual 
megalomaniacal fugue state, raging against the contraints of Reality. When the 
Tandu press their emotional buttons and turn on the psionic amplifiers, they 


gleefully smash the barriers of improbability that stand in their way. They 
can rip holes in reality literally big enough to fly a ship through by 
thinking ``I don't WANT to here, I want to be THERE! RAUGHHH! '' 


BB Biology 

Episiarchs are shaggy, quadrupedal mammals. They shamble along in a 
semi-upright posture, dropping to all fours on inclines or in rough terrain. 
They have crude, oversized four-fingered hands and big clumsy feet. Their two 
beady eyes are rarely visible because of the shag on their large, misshappen 
heads. Episiarchs are solitary creatures; they rarely socialize and even their 
mating season is tense and violence-ridden. In nature, the females birth and 
raise alone litters of 3-7 young. Most of these die as their brothers and 
sisters try out their powers. Tandu-trained Episiarchs are too insane to breed 
normally. Their patrons learned long ago that the young of psionically-adept 
females came out dead, or warped into things so frightening (and powerful?) 
that the Tandu desisted from further experiments. Now, captive brood females 
are Lobotomized and artificially fertilized. Though they barely qualify as 
tool-using, social sentients, it's doubtful that Episiarchs will amount to 
anything other than psionic tools. 


BB Advantages and Disadvantages 

Episiarchs have DX -1 (-10 points) and IQ +2 (20 points). Thanks to their 
Heavy Build they have HT +1 (10 points) and +20% weight. They are covered in 
brown or grey coats of Thick Fur (PD 1, DR 1, 5lbs. 29 points). They walk 
semi-upright (-5 points) and have Reduced Move (1 level, -5) and Reduced 
Manual Dexterity (2 levels, -20). Episiarchs are nearsighted (-10). Episiarchs 
have the Probability Alteration (Power 12, 96 points). They are Loners (-1 
points), and have Megalomaniacal (- 10 points), Stubborness (-5 points), 
Ingenious (20 points), Oblivious (-3 points), Incurious (-5 points), 
Monomaniacal (5 points). They suffer from a Major Delusion (I Am the Center of 
the Universe! -15 points) and Stress Atavism (rare, results in real trouble 
-10 points). Episiarchs are a despised Weird Client (-15 points). Episiarchs 
are 66 point characters. They are too crazed, and too subject to the will of 
the Tandu, to be good player characters. The Tandu use Episiarchs as space 
drives, and they have 

been known to accompany shock troops on assaults on fortified positions. PCs 
may take running into an Episiarch as a sign that they are in dire trouble. 

BB Fonnir (A-Fonnir, absu-Ghuroo, absu-B'kak9kaa, absu-Soahvimvah, 
absu-Tarseuh, ul-Koahgi, ulu-Ponoh, ulu-Narg8, ul-Norruhk, 

ulu-$yllobo9, ulu-Zemvinee, ulu-Zurinumiree 


The Fonnir are an Elder species. Politically and economically, they 
have been in decline for a long time. Their space fleets were sold 
to more ambitious races millennia ago; protection is provided by 
Institute-sponsored patrols. The cities of their homeworld (K7kakk, 
located in the same sector as Earth) are almost empty, and some 

are crumbling ruins. There are only a few Fonnir colonies left. 
Most are even less lively than K7kakk, and a few have been placed 
under Preserve status or even declared Fallow! 


In their prime the Fonnir were a respectable, moderate race from 

a august patron line. They were influential in the Uplift and 
Migration institutes, settled many worlds, and acted as Uplift 
Consort to over fifty client species. The Fonnir uplifted seven 
clients in their time, but did not manage to inculcate strong clan 
Spirit in them; all but one of the species went their own ways 
millions of years ago. (The remaining servant species, the Norruhk, 
are described below. ) 


CC Society 

On some colonies, Fonnir live in a wild state, their great achievements 
forgotten. These poor creatures do not seem very interested in 
breeding, and the few offspring produced are often not sentient! 

(On a few occasions, devolved Fonnir have been **discovered'' by 
hopeful patrons and proposed for adoption as new clients!) The 
remaining civilized Fonnir live to meditate, practice odd mental 

and psionic disciplines, and discuss ontology and eschatology. They 
seldom use their status as a senior elder race to influence outside 
affairs. When asked their opinion of the <MI>Streaker<MI> affair, 

the Fonnir replied with a lengthy, painfully convoluted philosophical 
statement that amounted to ``òso it goes!'' See p.00 for a description 
of K7kakk society. 


CC Typical Fonnir 
Fonnir are not suitable for normal player use; they are too strange 
and limited a race to make interesting characters anyway. 


ST 9, DX 9, IQ 14, HT 12 Basic Speed 5.25 


<MI>Advantages:<MI> Intuition, Alertness, Psionics (ESP power 14, 
Telesend and Telerecieve power 14), Allies (clients and Galactic 

authorities), Status (senior patron, +6 to civilized Galactics), 

Eidetic Memory I, Strong Will (+8) 


<MI>Disadvantages:<MI> Pacifism (Self-defense only) 


<MI>Quirks:<MI> Stare into space, make incomprehensible **wise'' 
Sayings, annoyingly naive at times, call visitors ``my children'', 
insufferably humble. 


CC Personality Traits 


Fonnir live a long time, and think deep thoughts. They can be quirky 
mentally, but are virtually identical to each other physically. To 
determine the personality trait scores of a particular individual, 
roll a die for each attribute. If the roll is odd, add the number 

to the score; if even subtract the roll from the score. 


CUR: 10, CHV: 20, GRG: 30, IMA: 100 EGO: 10, EMP: 90, SUS: 10, CNC: 150 BB 


Norruhk (A-Norruhk, ab-Fonnir) 


The Norruhk are then sole remaining clients of the Fonnir. They 
were uplifted about seventy thousand years ago, long into their 
patron's old age, to be companions in the Fonnir's ``passing on.'' 
Tymbrimi have likened the uplifting of the Norruhk to the ancient, 
macabre terran tradition of burying live servants with their deceased 
masters, to provide service in the afterlife. It is rumored that 
the Norruhk do not wish to share their patron's fate, and plan to 
break indenture when their masters become too weak to protest. 
Other rumors state that the Norruhk have strong psionic powers and 
have had their psyches enhanced - or <MI>bent<MI> - in a way that 
dooms them to ``pass on'' with their masters. 


CC Biology 

Norruhk are huge but graceful omnivorous quadrupeds. They are about 
8' long, stand 5' high at the shoulder, and weigh nearly 400 lbs. 
Their tough hides are covered with a dense pelt of short, glossy 
black fur resembling a coat of fresh tar. Exposed skin is smooth 


and dark gray. The Norruhk have semi- upright posture. Their front 
legs double as arms; the front feet are serviceable four- fingered 
hands. Norruhk can walk quickly when using all four of their strong, 
slender limbs. They move at one-third speed when using one arm, 
one-quarter speed when walking on their rear legs. Digits on all 
four feet are tipped with tough-skinned pads. The pads on the 
fingers of the front foot/hands are creased with fissures which 

can be spread apart to a reveal an exquisitely sensitive tactile 
sensor. 


Norruhk heads are radially symmetrical. They have long snouts, 
tipped by a complex four-jawed mouth. The mouth is small, (no larger 
than a human mouth) but it can expand to take in fruit as large as 
whole grapefruit . . . or prey as large as a house cat. The four 
nostrils, located just behind the lips, are very sensitive to heat, 
and bestow a crude sort of infrared vision. Four eyes are spaced 
evenly around the base of the snout; four bony ears, like tiny 
shovel blades, sprout from behind each ear. 


Except for vision, which is telescopic (equivalent to 5x binoculars), 
Norruhk senses are comparable to humanity's. They have the ability 
to instantly go into a passive, trance-like state. This allows 

them to reduce food and water consumption to near zero. This is 
useful, since the Norruhk have a incredibly high metabolic rate: 
their normal body temperature is 1160 F! As a result, Norruhk 

require massive amounts of food when active (five times normal 

human consumption). 


Norruhk come in three varieties, or castes: Seers, Synthesizers 

and Critiques. Each caste has a different personality. A caste is 
something a Norruhk is born into; it is a genetically determined 
thing, like gender. There are male and female varieties of each 
caste, but members of a caste <MI>cannot breed with each other.<MI> 
Matings between Norruhk of two different castes produces a child 

of the third caste. (e.g. A Critique and a Seer couple will have 
Synthesizer offspring.) This odd arrangement makes the Norruhk 
unsettlingly xenophilic. Unfortunately, Norruhk aren't very good 
at interspecies communication; their peculiar mentalities make them 
rotten diplomats. 


CC Society 

Norruhk society has been shaped by their indenture to the Fonnir 

and their mental powers. Every Norruhk pledges allegiance to an 
order. Orders range from ~*doing-herds'' (industrial combines) to 
military units to scientific or religious academies. Some Norruhk 
pledge to serve a Fonnir <MI>buir'8iuu<MI> (see p.00). Though 
tedious or even degrading, careers in the service of the patrons 
bring prestige and influence. Some independent- minded Fonnir become 
steadfast members of the Galactic Institutes. 


Each order has its own unique complement of elaborate rituals, 
ceremonies and rites of advancement. These Mysteries are more than 
meaningless fluff; they serve to channel and control the Norruhk's 
psionic talents. Without them Norruhk gradually go insane or revert 
to the habits of their wild, herd-beast ancestors. At least one 
former colony is inhabited by reverted Norruhk. The post-sentient 
inhabitants roam in vast, telepathically-bound hordes, attacking 
anything that threatens them. The rituals, which were designed by 
Fonnir savants, have another purpose: they are slowly but surely 
pushing the mental evolution of the Norruhk, driving the species 


toward a strange and terrible destiny. 


When not in service to their Fonnir patrons, academy or doing-herd, 
Norruhk live in nuclear families, consisting of a male and female 
of different castes plus their children. Occasionally, a couple 
invites a male adult of the remaining caste into their ``marriage'' 
so the female may have a child of her traditional mate's caste. 
After a few years of being raised by the parents, children go to 
an academy where they are segregated from members of the other two 
castes. There, they are indoctrinated in caste traditions and 
trained in the psionic discipline particular to their caste. CC 
Relations 


Norruhk are not a far-ranging species. Few leave the Fonnir retirement 
worlds or colonies where they were born. A small but dedicated 

order of Norruhk have pledged themselves to ``behind the scenes''! 

work in the Uplift Institute. Insiders claim that they use their 
psionics to test the suitability of potential client species. These 
researchers are rumored to be obsessed with learning the ``nature 

of potential,'' and study of Abdicator dogma. 


Most Galactics see the Norruhk as unnatural, twisted creations. 
They are assumed to be up to no good. Others, including the Tandu 
and Brothers of the Night, ~*like their style,'' but the Norruhk 
have firmly but politely declined all offers of friendship. 


Occasionally, small parties of Norruhk may be seen conducting 
business for their masters on the worlds of the Ehbu'chi'u Sector 

. the same sector Sol is in. A few Norruhk have visited Earth 
to trade ancient artwork for supplies and ``wolfling curiosities.'' 
CC Personality Traits The three castes have separate personality 
profiles. Norruhk claim that the differences complement each other, 
and are somehow necessary to the proper functioning of their society. 


Each caste also has ``psionic specialties.'' Norruhk of one caste 
rarely train in another caste's specialties. All castes learn 
Emotion Sense. The power listed after each specialty includes 
``boosting'' due to the caste's personality traits. 


Norruhk have High Neoteny, <MI>except<MI> for the purpose of rolling 
personality traits. Academy training and careful breeding assure 
that Norruhk of the same caste have virtually the same personality 
scores. (Roll a die for each trait; if the roll comes up odd, add 
the number to the average for the trait. If even, subtract the die 
roll from the average trait.) 


DD Seers 

Seers are curious, polite but emotionally ``distant'' observers. 
CUR: 60, CHV: 30, GRG: 40, IMA: 20 

EGO: 20, EMP: 70, SUS: 30, CNC: 70 

<MI>Psionic Specialties:<MI> Clairvoyance (11), Telerecieve (7) 
<MI>Other:<MI> Weak Will -1 


DD Synthesizers 

Synthesizers are friendly but crass ``crazy hacker'' types, prone to 
brainstorming and wild speculation. 

CUR: 30, CHV: 30, GRG: 60, IMA: 90 

EGO: 30, EMP: 40, SUS: 30, CNC: 70 

<MI>Psionic Specialties:<MI> Precognition (11) 

<MI>Other<MI>: Have Intuition advantage 


DD Critiques 

Critiques are caustic, meddling and judgmental. 
CUR: 30, CHV: 30, GRG: 60, IMA: 20 

EGO: 70, EMP: 90, SUS: 60, CNC: 70 

<MI>Psionic Specialties:<MI> Telesend (7) 
<MI>0ther:<MI> Have Empathy advantage 


CC Typical Norruhk 

ST 20, DX 9, IQ 12, HT 12/25 

Basic speed: 8 (Three legs: 2.3, Rear legs: 2) 

<MI>Advantages:<MI> Armor (Fur and hide): PD 2, DR 2, Combat reflexes 

(only when active), Psionic (Emotion Sense 5, Telesend 5, Telerecieve 

5, Clairvoyance 9, Precognition 9), can go dormant. 

<MI>Disadvantages:<MI> Sense of Duty (Fonnir), Minor Delusion (believe in 
Abdicator dogma; constantly looking for avatars of the Great Ghosts), 
<MI>Quirks:<MI> Fatalistic, Xenophilic 

This is my adaptation of the Tytlal, a new Galactic race for GURPS Uplift. 
They are only given one or two lines of mention in the sourcebook, and I'm 
only eight chapters through Startide Rising , so half of this I made up and 
the other half I rolled up using Chapter Four. I would really appreciate 
comments on these guys, because one of my players wants to be one. (And 
Uplift is going to the first "real" GURPS campaign I've ever run, and I want 
to know if I'm starting it out with a good idea.) 


DESCRIPTION: 


The Tytlal are currently the only clients of the Tymbrimi. They were 
uplifted from an otter-like species native to Tymbrim rivers. Though fully 
capable of adapting to urban life, and very welcome in Tymbrimi cities, most 
still maintain a lifestyle very similar to that of their ancestors. 


Tytlal are small, wiry creatures, averaging four feet tall and about 65 
pounds. They are bi-sexed and ovoviviparous, their young developing inside 
the mother's body for about six months, then released as a large, soft- 
shelled egg and hatched by the father or a male friend. The most remarkable 
biological characteristic of the Tytlal is their ability to change the color 
of their soft, smooth fur. Tytlal possess glands just beneath their skin that 
by concentration or stress reaction can produce pigmentation of nearly any 
color. This natural dye usually takes about an hour to be absorbed up to the 
surface, and dissolves in about four hours, returning the fur to its original 
light-brown color. 


Most Tytlal prefer to live alongside nature, residing near rivers or 

lakes, either in traditional lodges built from wood and mud, or in more 
modern housing designed to have low impact on local wildlife. They meet their 
basic needs very simply, fishing and foraging, although Tytlal are very 
rarely truly averse to technology. They just can't conceive using it for 
anything so mundane as housework! 


Most Tytlal communities, both seashore and urban, have a very loose 

social structure. AS many as ten or twelve adults and their offspring will 
live in the same residence at a time, sharing their duties as needed. Tytlal 
can form very close relationships with mates, and usually get along well with 
anyone. But the average Tytlal is easily bored, even with old friends, and 
generally one or two will go off to join another group of Tytlal every few 
days. But their altrustic drive is also strong, and after departing they will 
visit often to make sure their old "roomies" are doing well. 


Tytlal living in Tymbrimi cities are often employed as engineers and 

pilots. Tytlal of any background make great explorers, and even better 
xenologists, although they have a tendency to get caught up in the affairs of 
their subjects. Only the most strong-willed can succeed in diplomacy, as 
Tytlal tend to be rather concilatory. Even rural Tytlal have a strong flair 
for research, and often earn spare cash by pooling their current living 
group's talents and offering themselves to Tymbrimi universities to do 
correspondence work. 


ADVANTAGES AND DISADVANTAGES: 


Tytlal have ST -1 (-10 points), DX +3 (30 points), and HT -1 (-10 

points). They are Small and Slight in build. They have an Acute sense of 
Smell (+2, 2 points) and Perfect Balance (10 points), and their long, rough 
whiskers function as sense organs (Short Arms, No Attack, 2 points). Sleek 
coats of fur give them DR 1 (4 points), and they can change the color of this 
fur at will, with some detail (5 points). Tytlal also have Animal Empathy 
ability (5 points). They are natural Swimmers (no points), have retained 
natural Isltand/Beach Survival ability (+2 bonus, 2 points), and are still 
talented at Fishing (+1 bonus, 1 point). Tytlal are Broad-Minded (-1 point), 
Humble (-1 point), and Chummy (-5 points). Like their patron Tymbrimi, they 
are Versatile (5 points) and Empathetic (15 points) but are also Charitable 
(-15 points). The Tytlal tend to be Curious (-5 points) yet Edgy (-5 points). 
They are Average Clients (-5 points), and suffer a lower reaction (-4 from 
some conservatives on a 10 or less, -10 points), because of their 
relationship with the upstart Tymbrimi. It costs 14 points to play a Tytlal. 
Tytlal would make good PCs, or Allies for Tymbrimi characters. 

BB Klick-klick 

Patrons: Synthians, Tharners, Chelbi, Pee'oot 

Clients: None 

``love to farm'' 


CC Character Creation 
ST 11, DX 9, IQ 9, HT 11 
Size: Small, heavy build 


Advantages: 
Disadvantages: Minor client (-10), 
Skills: Agronomy IQ-2 


CC Personality Traits CUR: 45, CHV: 55, GRG: 52, IMA: 46 
EGO: 45, EMP: 50, SUS: 40, CNC: 50 


DD Say What? 

Once in a great while a Fonnir requests an audience with a primitive 
being. Sometimes the nearest available tourist or researcher will 
do. Sometimes a member of specific race is requested. On a few 
occasions, the Fonnir have had a <MI>particular individual<MI> in 
mind. The person could be a client or patron, famous or obscure, 
living on a nearby world or halfway across the galaxy. 


Early one fine morning, a threesome of Norruhk appear at the door 
of one of the adventurers. The inscrutable ``tar elks'' explain in 
basso-profundo whispers that he or she has been tapped for an 
interview by the Fonnir. They request the character pack for long 
trip. Transportation will be provided and ``suitable recompense'' 
made for lost time. The interviewee can even take some friends 


along. The Norruhk will not take ``I can't make it!'' for an answer. 
Neither will the Terragens Council; the human authorities want the 
character to gather all the information they can on the Fonnir. A 
Terragens agent provides the adventurer with a miniature audiovisual 
datawell, so all details of the interview will be captured. 


The trip to K7kakk - on a ancient Fonnir ship that travels via the 
unimaginably sophisticated technique of soft-quantum tunneling - 
goes smoothly and quickly. The adventurer's Norruhk cohorts treat 
him or her with great respect; companions who have go along for 
the ride receive polite but disinterested treatment. 


Upon arrival, the interviewee is taken to an ordinary room in a 
starport hostel. There, he or she talks with a single Fonnir (who 
hangs from a ``jungle gym'' mounted on the ceiling) answering 
questions about food, uplift, swimming, bipedal locomotion, binocular 
vision, old television programs and taxes. During the talk, the 
characters will feel tugs and twitches in his mind; psionic adepts 
who try to screen the thoughts out get a bad headache. After a 
half-hour, the interview ends abruptly. The Fonnir leaves without 

a further word, and a gang of Norruhk hustle the chosen one (and 

any companions) onto a Lesh ship heading toward Earth. The interviewee 
payment - a sack of GalCoins worth $30,000 - is handed over moments 
before departure. 


CC Personality Attributes 

GURPS Uplift introduces eight emotional attributes, called personality 
traits. These can help you and your players role play creatures 

who come from vastly different backgrounds than homo sapiens; beings 
whose social instincts, love lives and mentalities come from a 
different sort of animal than our plains ape ancestors. Please note 
that ultimately it is the player who determines the actions of his 

or her player-characters! The most important thing the process of 
uplift gives a species is self awareness, the root of free will. 


Each trait is noted four times for a particular character: 


1) 
2) 
3) 


4) 


The attribute of the original animal species (The raw score) 

The same trait in the species after being uplifted (The genetic score). 
The same trait after effects of acculturation by client's patron 

and clan have been taken into account (The cultural score) 

The trait for a particular person (the individual score), because 
everyone varies a little from the racial norm due to personal 
experience. 


Why four scores for each? Obviously, it's the individual scores 

that will effect the behavior of an individual on a day to day 
basis. The cultural scores represent the ideals of the society and 
culture which raised the individual, which can come in handy when 
determining the politics of the race as a whole. The raw scores 

are needed in case stress atavism throws a client back to his animal 
roots. The genetic scores are an indication of the client species' 
``true nature'' and instinctual feelings . . . which may differ 
considerably from those forced on them by their patron's culture! 


CC The Eight Personality Traits 


The personality traits are described below, along with suggestions 
for use in play. 


Egotism: The individual sense of self, drive, ambition, etc. 


Determines how much he, she or it will put self interest first. 
Roll versus this trait (see p.00 rules) to see if the character 
reacts selfishly. 


Chauvanism: Racial ego and awareness. Races with high chauvanism 
identify closely with their bonded group, and have a hard time 
getting along with outsiders. Humans, who casually accept animals 
into their homes, might seem not to have a lot of this; or perhaps 
they have their chavanism balanced by high scores in gregariousness 
and imagination (we are able to imagine a pet dog or housecat as 
part of our families). With proper training, species-chauvanism 

can be sublimated into clan- chauvanism. Roll versus this attribute 
to see if the character acts in a ``bigoted'' manner. 


Empathy: Ability to sense and identify with the emotional state of 
others. High empathy tends to make the possessor sympathetic with 
others. But remember that some stalking carnivores have a strong 
sense of empathy with their victims; they use this affinity to 
predict their prey's next move. Roll versus empathy to see if the 
character is capable of ``putting himself in the other person's 
shoes. '' 


Concentration: Mental discipline. Hunting cats have a lot of this. 
Watch your local felis domesticus in action some time. Roll vs. 

this skill to see if a character ``keeps his cool'' under stress 

or can pay attention to very detailed tasks. Very high concentration 
bestows the Alertness advantage (see below). 


Curiosity: Drive and desire to seek out and examine new things. 
Roll versus this trait to see if a character is distracted by trivia 
or notices a clue others may miss! 


Imagination: The ability to improvise and innovate. Apes have lots 
of this. Imagination may be tested to see if NPCs can puzzle their 
way out of a trap or make up tactics on the fly. Very high 
imagination bestows Intuition on the character (see below). High 
imagination may sometimes lead to distraction, and not all imagined 
solutions will be right! 


Suspicion: Degree of innate caution and wariness; chance of any 
event triggering Flight or Fight reaction. Roll versus suspicion 
to see if a suprised or cornered character attacks. At high levels, 
suspicion becomes paranoia. 


Gregarioussness: Desire (and ability) to socialize. Primates, 
domestic canines and porpoises a lot of this, so much so that they 
don't mind hanging around other species when they want company. 
Roll versus this trait to see if a NPC character decides to get 
chummy or talk indescriminately. 


CC Rolling Personality Traits 


All of a character's personality traits start out equal to the 
cultural averages for its race and society. Dice are then rolled 

to determine the final, individual score. The number of dice rolled 
depends on the race's level of neoteny. Neoteny is fully described 
on p.00. 


Neoteny Number of dice Add to: 
Low 2 Average trait -7 


Average 4 Average trait -14 
High 6 Average trait -21 


Examples: A character comes from a race with an average Suspicion 
trait of 46. The roll to determine the trait is 4d+32. Scores 
possible from this roll range from 36 to 56. 


Humans have a score of fifty (50) in each trait, and have average 
neoteny; thus most humans have scores between 40 and 60. 


Players may set their own characters' personality traits within 
the normal limits for their race, or roll to see if a quirky, 
unusual individual results. Putting the scores down on paper may 
help the player better roleplay his character! 


CC Using Personality Traits 


These traits form the basis of dozens of personality types. Low 
egotism, high chauvanism and high gregariousness makes for a loyal, 
eager-to-please follower type. Add some suspicion and concentration 
and you've got a soldier. High empathy, gregariousness, concentration 
and chauvanism is a good combination for a diplomat who must deal 
with strange races but retain a sense of purpose. High imagination 
with low concentration might result in a brilliant **flake.'' High 
curiosity and empathy could make a great explorer . . . add in high 
chauvanism and you've got a conquistador! 


In nature, high levels in one trait does not necessarily preclude 
high scores in another. If two traits seem opposed, compensating 
behaviors - often quite complex - may evolve. For example, a high 
egotism score matched with a high gregariousness score may lead to 
constant, ritualistic struggles for dominance. Wolves, who are both 
individualistic and sociable, have just this sort of society. 


This is not the case if uplift changes result in combinations of 
high (or low) behavioral traits. Low empathy combined with high 
gregariousness might lead to a race that feels impelled to seek 
out company . . . and constantly gets into fights because they are 
socially inept. In many cases the dichotomy may drive individuals 
of such species slowly mad! Only the most experienced uplifters 
can integrate the opposing traits, creating instinctual rituals 
and psychological ``pressure valves'' in compensation. 


DD Behavior Rolls 


Personality Trait scores can be used as a ``skill.'' If an NPC is 
put in a situation where he, she or it may act impulsively or 
``according to instinct,'' roll against the personality trait 


divided by five. Round up for results under ten, round down for 
results over ten. If the roll is made, the character reacts 
appropriately. For example: The players are trying to distract a 
gubru soldier who is patrolling the outside of an armory building. 
They dress a chimmie up in a clown suit and have her tumble, dance 
and juggle garbage in a nearby alley. The soldier has a Curiosity 
personality trait of 32. When divided by five, this becomes 6.4. 

We round the score up because it is below ten; the final ``curiostiy 
skill'' is seven. If the GM rolls seven or less of three dice, the 
PCs trick works and the Gubru leaves its post to investigate. A 
second roll versus the Gubru's suspicion trait (55, divided by five 
equals 11) may be required to see whether the soldier watches the 


clown, or shoots her as a possible menace! 


Rolls may also be made to avoid behaving in a certain way. High 
rolls are desired in this case, and rolls of 17 and 18 are critical 
successes! Example: A lonely chim is accosted by chummy humans who 
are trying to convince him to give them some information. The chim 
may roll against his gregariousness score to avoid compulsively 
helping the humans. 


CC Personality Trait Bonusses 


Characters with very high or very low scores in certain personality 
traits may recieve bonus powers, advantages and disadvantages. Most 
humans won't come anywhere near these levels. If through drugs, 
experience, insanity or conditioning they do achieve them, they 
certain deserve the bonus! 


Chauvanism: Very high levels of chauvanism (90+) gives the character 
the Intolerance advantage; he, she or it suspects anyone not of 
the same species. 


Concentration: Characters with a score of 90 or greater in this 
trait get the Alertness advantage. 


Suspicion: Characters with suspicion scores over 90 have the Paranoia 
disadvantage. 


Empathy: Very high (90+) scores in empathy recieve the Empathy 
advantage. If the character has very low Chauvanism (20 or less), 
the character recieves Animal Empathy as well! 


Egotism: Characters with an egotism of 90 or greater recieves a +1 

bonus of Strong will; those with levels over 100 have the Overconfidence 
disadvantage and a +3 Strong Will bonus! Characters with an egotism 
score or 20 or lower have the Weak Will advantage (-1); those with 
scores of 5 or less are Gullible as well! 


Imagination: Characters with scores of 90 or more have the Intution 
advantage. 


Gregariousness: Characters with scores under 20 have the Mild 
Shyness disadvantage; those with score under 10 have Crippling 
Shyness. Those with scores over 90 get a +2 bonus from other 
gregarious species . . . if the strangers can overcome their native 
chauvanism. 


CC Psionic **Boosters'' 


Certain personality types make good psionic adepts. High Empathy 
makes Emotion Sense more effective, for example, and high Ego gives 
a Reality Alteration adept the ~*chutzpah'' to bend the fabric of 
the universe to his will. Some patrons deliberately create crazy, 
emotionally unbalanced clients in order to boost their psionic 
talents! 


Note the personality trait listed along with each talent. If a 
creature or character has a very high score in this trait, the 

power of the talent is increased. If the associated trait is between 
70 and 90, add 2 to the power level. If the trait is between 91 

and 120, add 5 to the power. If the trait is 121 or over, add the 


level of the trait divided by twenty. Example: A stalking carnivore 
with an IQ of 6 and an Ego score of 160 has the Mental Blow power. 
It would have, on average, a power in Mental Blow of 6-2+(Ego/20)=12. 


DD Concentration 


Concentration can boost any talent. If a psionic adept takes the 

time to meditate before using his power, he may roll to boost the 
power. Roll versus Concentration/5; roll at -5 if the adept meditated 
5 seconds to 30 seconds. Roll at -3 if the adept meditates for 31 
seconds to one minute; roll with no penalty if the adept meditates 
over a minute. If the roll succeeds, the power of the talent is 
raised by one for each point the roll was made by. On a critical 
success, DOUBLE the power of the talent! The boost is only good 

for one use of the talent. 


Sperm whales & sonic attacks 
Copyright (c) 1993 by James H. Cloos Jr. <cloos@TC.Cornell.EDU> 


Of all of the contemporary creatures on Earth, the Sperm whale has 
perhaps the most advanced ``sonar vision'', to use the racial 
advantage name from Aliens_. In addition to using the HUGE echo 
chamber in its forehead for echo-location, the whale also emits an 
ear-shattering sonic attack to stun larger prey, such as giant squid. 


I don't seem to be able to find my copy of Bestiary , but I'm sure 
there was no mention of this attack form. Has anyone worked out GURPS 
game mechanics for it? I'd rather not reinvent wheels, whenever 
possible. 


As an aside, the following are the sizes of current sperm whale 
speces: 


(ALL Family Physeteridae) 


len (m) (M/F) mass (kg) (M/F) 
Physeter macrocephalus Sperm Whale 18.5/13 32000 -45000/16000 
Kogia breviceps Pygmy S.W. ~3.4 >400 
Kogia simus Dwarf S.W. 2.1-2.7 135-275 


(NB: Sperm whales grew even larger before peak whaling decades.) 


(Additions from my Fantasy setting) 
Huge S.W. 45/32 500e3-700e3/250e3 
Giant S.W. 125/90 10e6-15e6/6e6 


Also, figure a height & bredth of ~20% of length. 

(So, I guess a male P. macroephalus is up to ~80 to 82 hexes in size, 
each ~4 yards high, so say ~160 to 165 times the size of a person.) 
Imagine casting {\it Mammal Control} on THAT! (Say 800 to cast, 

480 to maintain!) 


-JimC 

James H. Cloos, Jr. include <std/qotd> 

Cloos@TC.Cornell.EDU include <std/disclaimers.h> 
Cloos@Batcomputer.UUCP Snail: POBox 1111, Amherst, NY 14226-1111 
Cloos@CrnlThry.BITNET Phone: +1 716 673-1250 (voice only, for now) 


Cryptanthopoids the hidden people 


A new race for GURPS Fantasy & Horror 
by S.D. Anderson 


Cryptanthropoids are a mongrel-species of Ghouls and 
other sentient races, magically able to interbreed with 
just about any species able to provide Ghouls the 
nutrition they need. Most "Crypt People" or "Hidden 
Ones" look like the non-ghoul side of the family after a 
few generations, meaning they blend in well in whatever 
race they're inflitrating. For the most part. 


Ghouls may or may not be a form of undead in any 
given campaign, since the material in Fantasy Folk leaves 
that as a background option for GMs. This article 
assumes they are a living species, or at least an undead 
one capable of normal reproduction. Campaigns where 
these assumptions don't apply should alter the following 
material accordingly. "Alk the Blessedly Cursed" could 
well have been a grave robber or madman. The curse on 
him and his descendants would still apply. 


ADVANTAGES and DISADVANTAGES 

Cryptanthropoids should be built on the guidelines 
of their non-ghoul ancestral line (a family of hidden 
folk living with ghouls will have ghoul stats plus the 
*Crossbreeder* advantage) hereafter known as the host 
family or host race or simply host. Generally ST will be 
2 higher than the host's racial average, (20 pts) 
Alertness +2 (10 pts) Immunity to Disease (10 pts) Night 
Vision (10 pts), Double Jointed (5 pts) Silence (5 pts) 
and the new advantage of Crossbreeder (10 pts). They 
have the disadvantages of Odious Racial Habit: Eat 
Carrion (-15 pts) Secret: Ghoul kin, [death sentence in 
most cases if revealed] (-30 pts) 

It costs 25 points to be a Hidden One. 


PSYCHOLOGY 

The Hidden Ones have many of the same outlooks as 
their more clandestine cousins. Most races would gladly 
exterminate them without a second's hesitation. They 
know that they are NOT a part of their host's culture, no 
matter how easily they can blend in. An orphan 
Cryptanthropoid infant might be adopted by a host family, 
and raised "normally". But rotted meat will appeal to 
it, and fresh sentient brains, should they ever be eaten 
by the orphan, are irresistably delicious. The 
Cryptanthropoids do not need the nutrients found in 
sentient brains (unless the host race has the dependency 
too) since their ancestor's genes produce them. But the 
ghoulish instinct for brains is still strong in the make 
up of the Hidden Folk. At a high enough tech level 
genetic surgery should be able to remove this unnecessary 
craving without losing the benefits brought by their 
ghoulish ancestry. 


Though apart from the host society, they will do 
what they can to act like they are a part of it. 
Probably *overdo* it if anything. 


Relations between the hidden folk and ghouls vary. 


Sometimes the two have cozy relationships, mutual aid 
etc. Other times there is the fiercest of animosity, 
usually generated by the cryptanthopoids. The ghouls are 
both compettion for the desired brains and potentially a 
source of investigations that might expose the hidden 
folk!. 


They fit their names to the locale, a Hidden Folk 
family from Germany wouldn't hesitate to anglicize it's 
name once they moved to America. Both to blend in and 
make being traced more difficult. 


ECOLOGY 

Like Ghouls, the Hidden folk prefer aged meats, but 
can tolerate fresher meats and even digest cooked foods 
without difficulty, though with a little distaste. The 
taste buds of the Crypt Men are definitely those of their 
ghoulish ancestors. Eating Sentient Brains is not an 
Odious Racial Habit, but it is a VERY common Odious 
*Personal* Habit. It might be more accurate to treat it 
as an addiction, should a Hidden One eat a fresh sentient 
brain. 


The Hidden Ones do not generally divulge information 
about themselves, but if it can be acquired anyway, they 
consider themselves all descended from a single ghoul 
known as “Alk the blessedly cursed'. There is a minor 
bit of corroborating evidence for this: The ghoulish name 
for the Hidden folk translates to "the Blessed". 


Alk was a normal ghoul, who was nearly caught when 
he tried to steal the body of a freshly buried Duke from 
the family crypt. He wouldn't have been able to carry 
the body and escape, but managed to sever the head and 
steal away through the family graveyard. The old Duke's 
guards were too armor laden to catch up with him. But 
one soldier thoroughly cursed Alk as he ran, mostly 
attributing Alk with copulating with a variety of nouns, 
usually animal in nature. 


Alk had a reasonably long life by 
ghoul standards and a large family. 


One of Alk's granddaughters was 
captured by drunken brigands, who were 
more interested in sex than in killing the 
girl, though the beating they gave her 
afterwards almost did that. 


She lived, and made her way back to 
her family. And gave birth to the first 
Cryptanthropoid. The baby had hair, 
proving it's father was human. The cause 
of this was a complete mystery to the 
family. Alk, had he lived, would hardly 
have remembered a cursing soldier 40 years 
before. 


After a long discussion, it was 
decided to allow the boy to live, and see 


what advantage could be wrought from his 
life. 


A pair of Ghoul sorcerors were called 
in, and discovered that the ducal family 
plot was a high mana area. Since many of 
the family meals came from this spot, it 
was worth investgating. 


In human guise, they asked a few 
questions about mysterious events 
connected with the graveyard, and heard 
the story about the Duke's head. The tale 
included a song about the incident, and 
the soldiers curses had been metered & 
rhymed. 


This made both sorcerers suspect a 
cantrip (see M. 86) had been cast. After 
summoning the soldier's spirit, they 
questioned it. No poetry in his speech 
patterns, but he told his tale and the 
curses he remembered yelling explained 
what probably happened. 


It's believed the soldier somehow 
managed to unwittingly use improvised 
magic in the high mana region, and 
effectively cast a *Great Wish* or 
something of an equivalent which put the 
curses he shouted on Alk and Alk's 
descendants. 


As Alk's descendants reproduced, they 
moved among the humans (and other races). 


Whether the tale is true or false, 
the crossbreeding advantage gives an 
interesting side effect. It allows genes 
to cross species barriers. However, since 
a child can only hold enough genetic 
material for one person, and the parents 
have enough genetic material for 2 people 
(amazing, isn't it!), the Cryptanthropoid 
genes (including the crossbreeder 
advantage) can be bred out of a family if 
enough generations within the host race 
are spent. Thus, for example, a human 
could test negative for any ghoul genes 
and still have a Reptile Man chromozone. 


Which would make for an interesting 
modern or near future Horror adventure, 
where the PCs are a medical team looking 
for an explanation as to why a genetic 
disease only found in Horses turned up in 
the children of an NPC. After the players 
stop with the giggles & vulgar comments, 
their characters will begin looking into 
the family history of these children, and 


find a few suspicious gaps, and relatives 
inexplicably uncooperative to help the 
children. (Admittedly you'd have to 
account for the existance of one or more 
"Exalted Horses" in your gameworld, or at 
least one who could travel to the 
gameworld. ) 


CULTURE 

Hidden Folk adapt to the culture they 
live in quite well. They may know they 
aren't really Humans, or Gnomes, but this 
is kept to themselves. They are ghouls to 
an extent, particularly those who deal 
with Ghoul communities, and may well have 
a few "family" customs that seem macabre. 
Those with the wealth and power to have 
"eccentricities" overlooked may become a 
bit too overt in these practices. 


The *Addams Family* [tm Paramount 
Pictures] should be considered an old, 
powerful, and decadent Cryptanthropoid 
clan, perhaps with a few non Hidden People 
retainers. Uncle Fester clearly retains 
ghoulish features, Morticia seems to have 
some relation to sentient vegetation, 
Lurch might be a Flesh Golem, or have 
giants among his ancestors, Thing is 
likely a critical failure(?) result of an 
instant restoration spell that turned a 
severed hand into a living, sentient 
organism and I'm not sure I even want to 
*think* about the nature of Cousin Itt's 
host family. 


Many of the allies found in 
literature for monsters might be human 
looking Hidden Folk. Dracula must have 
had many foreign visitors over the 
centuries. Why pick on Renfeld? Perhaps 
the Count Dracula recognized him as a 
Cryptanthropoid. 


The adventure seed for Ghouls in 
Fantasy Folk notes a priest who helps a 
family of ghouls. Perhaps the priest is 
only partly human... 


POLITICS 

As allies of ghouls, they make superb 
spies and in Horror and Fantasy settings 
dangerous opponents. This doesn't change 
very much in places where they are enemies 
or neutral to the ghouls either. They are 
under the same death sentence as ghouls, 
albeit safer from it's execution. They 
have good reason to keep their ghoul 
hating host race(s) from becoming too 
powerful. 


Outcast Crypt people are safer from 
persecution from their fellows if they 
resemble a common race in the region. 
Because they can blend in, they only have 
to worry about ghoul and/or 
Cryptanthropoid dangers. 


They react as their host race to 
other races for the most part, ghouls 
excepted if they know their ghoulish 
origins. 


*SIDEBARS* 
Cryptanthropoids in the Campaign 


The Hidden Ones are most likely to 
be discovered as such if used as Ghoul 
substitutes, along the lines of: "This 
clan of Crypt Men live in sewers and raid 
graves food". At this level, the game 
looks like GM: "You see a group of ghoul 
like people lurking in their subterranian 
lair!" PCs: "We draw our weapons and 
attack!" 


However with only a slight bit of 
subtleness the hidden folk become 


ordinary seeming homeless. "GM: You see 
a family of people who have taken 
residence in the sewers." PCs: a 


couple of us stay back and get ready to 
go for our weapons, while the others 
go forward and investigate." 


A good acting job on the cryptmen's 
part can defuse the PCs entirely. 


However, the Crypt people can be 
far more useful in the campaign. The 
catch is, most of the time, the players 
*will not know* the npcs they encounter 
are Hidden Ones. It would and should 
take a substantial amount of luck and 
investigation for the PCs to uncover any 
family secrets. 


The Cryptmen are conspirators almost 
by definition. Whether their conspiracy 
is for, against or indifferent to the 
cause(s) of the PCs is up to the game 
master. However, the webs of intrigue 
these people have woven over the centuries 
are spread wide and very intricately. PCs 
who stumble through the darker sides of 
things are bound to trip over many of the 
strands. 


Cryptanthropoid 


Character Example 
*Diana Throgmorton* 


Diana can be played in a Medieval to 
Renaisance setting or (Modern day if 
noted in for She is a talented dressmaker 
(fashion designer) much in demand by the 
aristocracy (or modern day trendsetters). 


She is a spy, and a bit of a charlatan, 
well versed in the occult and willing to 
ply her knowledge to the superstitions 
and fears of her friends and clients. 


Her primary goal is to protect her 
family and her ghoulish allies, but in 
the process of getting information for 
them, has made contact with foriegn 
agents and made arrangements with the 
local authorities to feed them false 
information. She has managed to frame a 
couple of ghoul hunters as enemy agents. 
She is not currently associated with any 
official covert operations. 


She is a skilled seductress, actress 
and interrogater who can innocently talk 
to someone and extract all manner of 
information without her victim realizing 
he's talked! Diana is NOT the sort of 
person who'd go out and steal a treaty 
from the embassy, but she could arrange 
for the characters to meet such a person, 
or someone pretending to be such a person 
very easily. 


_Attributes__ 
ST: 11 DX: 13 IQ: 14 HT: 11 
Speed: 6 Move: 6 Dodge: 6 


_ Advantages | 
Alertness - 2; Attractive Appearance; 
Crossbreeder; Double Jointed, Immunity from 
Disease; Literacy (High Pain Threshold in 
modern setting); Night Vision; Silence; 


_Disadvantages _ 
Eats Carrion, 
Overconfidence. 
Secret: Cryptman, 
Secret: Double Agent 
Sense of Duty to Ghoulkin 


Quirks | 
Enjoys seducing priests 
Kitchen smells of rotting food 


_Skills_ 
Sex Appeal 12- [4] Interrogation 15- 
[4] Artist: Dress design 15- [6] 


Tailor 14- [2] Savoir-Faire 14- [2] 
Appropriate P/A weapon skill for period 13- 
[2] Detect Lies 14- [4] Lip Reading 

13- [1] Occultism 14- [2] 


